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Order today to relieve that queasy feeling. 


@ Get a friend : Your friend gets 
to subscribe to poe _to choose one of 
Nintendo Power three Player’s 
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FREE Limited Edition coolest N64 games! 
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galaxy, while Fox McCioud and his Star 
Fox team respond to General Pepper’s plea for 
assistance. They'll need your help to destroy 


. guidance and= 
get alock-on all 
the enemies. 


Pg. 10 


; as Be : 
Do you have what it takes to defeat the . Se 


best warriors in the universe and 
.*", win the Master Key? You will 

tT] after you check out the 

cool combos, tips and 

% strategies in ao li é: - - j 
"Dark Rift for the N64. Strategy ||] 
wet Star Fox 64 
pPy20 Dark Rift 
International Superstar Soccer 64 
Hexen Part Two 
Blast Corps: Expert Levels | 


Disney’s Hercules - 
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_ Pocket Monsters 

Blast Corps Comic: 
‘Episode Two: 


The final whistle’s 

going to blow in thirty 
seconds. The score's 
tied up, and your exhausted 

team sweats it out witha 
corner kick. Dig your heels 

into our six pages of 

coaching, and you'll 
trample your way to 
soccer stardom and 

beat ISS 64's mid- 
game Scenarios. 
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Our 100th issue is peeking around the corner, so dig up your back 


issues and tell us about your fondest Nintendo Power me 
Drop us a line and get nostalgic, or just send us your gree 
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Giovanni Troncoso ° Carrollton, Texas 


Doom Redux 
Whoa, wait just one second! 
Doom 64 running circles 
around the PC? Is this correct? 
Even though Doom and 
Doom 2 were released a long 
time ago, they are still better 
than the N64 version. Why, 
you ask? Two words: multi- 
player support. Sure, it’s fun to 
hack up baddies with a chain 
saw, but it’s more fun to hack 
up your friends. Also there are 
millions of patches for the PC, 
and you can make your OWN 
levels. How cool is that? The 
only thing Doom 64 has over 
the PC is load time. 
Dan Payne 
Via the Internet 


Randy VanderUlag ¢ Belleville, Ontario 


NP Awards 
| would like to share my feel- 
ings about Best Sports Game 
for the Nintendo Power 
Awards. | think that NBA 
Hang Time should have taken 
first. Wave Race 64 might 
have better graphics, but NBA 
Hang Time is much more of 
an exciting game. The whole 
picture shakes when you're 
on fire, and the monster 
dunks improved since NBA 
jam. You can create your own 
layer using faces from 
uman, clown, or fly heads. 
The codes for NBA are way — 
better—you can play on a 
city roof, use a multi-colored 
ball, or have a Mortal Kombat 
fighter on your team! You can 
change Dennis Rodman’s hair 
color. No offense to Wave 
Race 64, but | think NBA 
Hang Time should have 
rought home the trophy! 
John Bonini 
Wallingford, CT 


The N64 isn’t even a year 
old, yet you guys give it all 
the Nintendo Power Awards 
(except for the Best Super 
NES and Best Game Boy 
Game awards). Okay, Super 
Mario RPG walked away 
with Funniest Game, but 
really. You guys are adver- 
tising a bit too much aren’t 
you? However many awards 
Super Mario 64 got are 
unbelievable. Especially 
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Best Ending—everyone 
around my house hates the 
ending! It seems to me 
you're telling your readers, 
“Go get an N64 really 
quick, so you can get the 
games that won these 
awards!” 

Thomas A. James 

Yorktown, VA 

We’re not telling anyone 
that—our readers are! Our 
readers were the ones who got 
to vote for the winners of the 
NP Awards, not us. However, 
it’s not bad advice to tell read- 
ers to, “Go get an N64 really. 
quick, so you can get the 


games that won these awards!” 


Pro-polygon 

In response to Roy Davis’s 
letter in Volume 94: If peo- 
ple start to think the graph- 
ics of the N64 are polygo- 
nal, they haven't seen the 
PlayStation in a while. In 
my opinion, Mario is 
extremely well-rendered 
(although his fingers could 
use some work). Then 
there’s the Star Fox 64 


artwork wishing us the best for our 100th anniversary! 


team. Sure, they look 
polygonal, but they look 
good polygonal! | don’t 
think that the way a char- 
acter looks should ruin the 
plot or fun of a game. 


Brendan Hopper 
Via the Internet 


Who’s that Monkey? 
! was playing The Legend of 
Zelda: A Link to the Past a 
few days ago and noticed 
that in order to get to the 


_ Dark Palace, one needs the 


help of a monkey named 
Kiki. In Super Mario 64, the 
monkey who steals your 
cap and gives you a star is 
also named Kiki. Is this the 
same monkey? 

Eduardo Castellanos 

Via the Internet 

While Kiki also shows up in 
The Legend of Zelda: Link’s 
Awakening, the helpful 
simian didn’t manage to 
swing into Super Mario 64. 
Ukkiki, an altogether differ- 
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ent monkey, is the one who 
has a penchant for stealing 
Mario’s cap. Apparently, in 
the ape world, similar- 
sounding names are popu- 
lar, like say, Dixie, Diddy 
and Kiddy. 


Stop Your Fussin’ 
I'm tired of hearing people 
whine to you guys saying, 
“Put this in your magazine” 
or “Take that out!” This is 
Nintendo’s magazine, so let 
them do what they want. 
It’s not their fault that most 
third-party developers are 
now sticking to the N64. If 
they ignore that fact, they 
will fail the race to be the 
best game system. 

Nick Saucedo 

Yuma, AZ 


Dandier than Candy 
To all those who did not 
change the system, there is 
something wrong with you. 
The N64 is faster than a 
speeding PC, stronger 
than...that other company, 
able to hook any gamer in a 
single try. Become one with 
the next generation of power 
players. Come. See. Purchase. 
Play. | personally guarantee 
you satisfaction that no candy 
bar can give you. 

Twiggy Richardson 

Sacramento, CA 

Better yet, unlike candy — 
bars, the N64 satisfies you 
without the threat of the 
ever-mysterious “nougat.” 


Jared Bogdan ¢ Baltimore, Maryland 


"1033, 


G. Stupeck ¢ Auburn, Indiana 


-. 8 


PO. 
REOMOND , WA Q2073- 9733 


Angela Yi ¢ Glendale, California 


100 Suggestions 

Here are my top ten ideas 
for your 100th issue: 

10. Show covers of issues 1 
through 100 

9. A Nintendo Power timeline 
8. A comic book with Mario, 
Zelda or Donkey Kong 
7. The return of R.O.B.!!! 
6. N64 Controller stickers 
5. One more Nester cartoon 
4. An article on landmark 


Nintendo games 
3. The cover??? PENGUINS! 


2. Nintendo character “hall of 


fame” trading cards 
1. More top ten lists 
T.J. Sanborn 
West Buxton, ME 


For the 100th issue, you 
should review the history of 
Nintendo. Have a timeline 
showing when Nintendo was 
first created all the way up to 
this date. Have some screen 
shots of the old Mario on the 
NES, then the Super NES, then 
the N64. You could throw in 
some Zelda screen shots, too. 
Tommy Hrabusicky 
Via the Internet 


| think Luigi should be on the 
cover of the 100th issue, since 


he has been ignored ever 


since his greedy brother (not 
Wario) took over. 

John Scott 

Via the Internet 


I think for your 100th issue 
you should bring back the 
manila envelope backgrounds 
for Classified Information one 
last time, so we can say good- 
bye to them in a decent fash- 
ion. What's the big deal about 
them, anyway? 


Shaun Austin 
Via the Internet 
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After three months of playing second 
banana to Mario Kart 64, Super Mario 
64 peels out to reclaim the number 
one throne. Turok also climbs up a 
notch, clawing one spot away from 
the top. 


NINTENDO 64 TOP 10 


THE LEGEND OF ZELDA 
A LINK TO THE PAST 


Do you smell burning rubber? Mario 
Kart 64 may have skidded out of the 
top four N64 games, but its Super NES 
racing partner zooms up three places 
to crash back into the top four. 


SUPER NES TOP 10 


THE LEGEND OF ZELDA: 
LINK'S AWAKENING 


The top three is a pretty solid trio of 
favorites, so most games can only 
break into fourth or fifth place. This 
month's invaders are a pair of Tetris 
games replacing Super Mario Land 2 
and Donkey Kong Land. 


GAME BOY TOP 5 
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TUROK: DINOSAUR HUNTER 


STAR WARS: 
| SHADOWS OF THE EMPIRE 


DONKEY KONG COUNTRY 3 
DIXIE KONG’S DOUBLE TROUBLE 


METROID II: 
RETURN OF SAMUS 


MOST WANTED 


Did Mario Kart 64 run out of gas? The speed demon led the pack fo! 
until finally having a blow-out this month and stalling at number five. 
week on the charts, Fox McCloud and the Star Fox team race ‘n’ ru n 
spots to number six. Meanwhile, Super Mario 64 quietly regains the p 
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1 SUPER MARIO 64 NINTENDO | 
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4 BLAST CORPS 
5 MARIO KART 64 
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2. 64 DD (N64) 
3. STAR FOX 64 (N64) 
4. EARTHBOUND 64 (MOTHER 3) 
5. YOSHI'S ISLAND 64 (N64) 
6. NINTENDO 64 

7. MARIO KART 64 (N64) 
8. TUROK: DINOSAUR 

HUNTER (N64) 
9. SUPER MARIO 64 (N64) 
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LETTERS, continue... 


| have some ideas for your 
100th issue. You should chart 
the best video games of all 
time for all your systems. 
Have subscribers send in pic- 
tures of their favorite video 
games, and you can print 
them. Show no computer 
animation; everything should 
be hand-drawn. Show hints 
and tips from the first video 
games ever. Tell us why Luigi 
is not in Super Mario 64. Tell 
us what the pros’ favorite 
games are. Make Player’s 
Pulse extra long. 
Seth Meyer 
Mankato, MN 


Here’s how your magazine 
can be better with issue 100: 
feature the top 100 games of 
all time! Rate and review 
every game! Give us a 
behind-the-scenes look at 
your offices! Show us how an 
issue of NP is made! Review 
every Nintendo system ever 
made! Of course, you could 
add the usual humor and 
goofiness, too! 
Adam Cooley 
Via the Internet 


Keep those ideas for our 100th 
issue coming in! We'll consid- 
er all your suggestions. (except 
the one about giving you a 
behind-the-scenes look at our 
offices-it'll take another 100 
issues just to clean the 100 
issues worth of mess off 

our desks!) 


Bad Vibrations 


You know, the N64 has quite 
an array of accessories so 
far. First, the Controllers, 
then the Controller Pak, and 
now the Rumble Pak. What's 
next, a Smelling Pak? 
Realistically speaking, | do 
not think the Rumble Pak 
actually lets you “feel the 


action.” All it does is shake. 
| do admit it’s creative, but 
come on! 
Timothy Gee 

Via the Internet 
We had some doubts about 
the Rumble Pak, too, but it 
actually does enhance your 
gaming experience. Try play- 
ing Star Fox 64 with the 
Rumble Pak, and then without 
it, and you'll probably find 


8 


that the game’s just not as 
exciting or exhilarating with- 
out the rumbles. With the 
Rumble Pak, you'll actually 
feel like you're in an Arwing 
cockpit that’s being bombard- 
ed by lasers and asteroids. As 
far as the Smelling Pak, we 
think we'll pass on the idea so 
we can spare you from the 
odorous assault of 
Clayfighter’s Boogerman! 


Pocketful of Winners 


Game Boy Pocket, where are you? In Volume 95, we chal- 
lenged you to answer that question and find all the Game 
Boy Pockets that we hid throughout the magazine. 
Apparently, we hid them too well! Todd Dyment, one of our 
editorial assistants, sorted through over 800 incorrect entries 
before finding the 25 eagle-eyed winners who spotted all 31 
Game Boy Pockets. If the pint-sized portables still elude 
you, check out last month’s Player’s Pulse to find their 
whereabouts. In the meantime, here are the 25 winners 
who already know where to find them: 

Kevin Cabral of New Bedford, MA; Kevin & Lauren 
Charlton of High Ridge, MO; Dennis Draper of Peoria, IL; 
Dan Duggan of Campbell River, BC; Penny Gobel of San 
Diego, CA; Kristi Groff of Cochranville, PA; Fred Hannah of 
Nova Scotia; Christopher Hoff of Camp Verde, AZ; Eric 
Holzman of Northport, NY; Nick Lamb of Huntington, WV; 
Sonya Lethcoe of Springfield, OH; Herman Mallory of 
Baltimore, MD; Omar Nales of Killeen, TX; Spiros Niforos 
of Olney, MD; Anthony Palmieri of Lake Forest, CA; Jose 
Perez of Arlington, VA; Joshua Pruitt of Hester, LA; Gil 
Rogoff of Valenica, CA; Gerardo Romo of South Gate, CA; 
Oliver Sanford, Jr. of Springfield Gardens, NY; Kit Stover of 
Portland, OR; Bob Suminski of Madison, WI; Joshua Sutton 
of Clayton, GA; Hong Truong of Wheeling, IL; Kevin Yates 


of Grapevine, TX. 


We revealed the hiding places in last month’s Player’s Pulse. 


WRITE AWAY RIGHT AWAY! 


Whew! Nintendo Power has covered almost 100 volumes worth of 
gaming. What would you like to see in our next 100 volumes? Let 
us know and help us power your mag to volume 200! Send your 


suggestions to: 


NINTENDO POWER PLAYER’S PULSE 


P.0. BOX 97033 


REDMOND, WA 98073-9733 
E-mail: noapulse@nintendo.com 
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ind Spanish-speaking 
itatives are available. 


Canada $2.00 per minute 


(1-425-883-9714 TDD) 
6 a.m.-9 p.m. Pacific time, 
Monday-Saturday 
6 a.m.-7 p.m. Sunday 
Callers under age 18 need to obtain 
parental permission to call. 


1-425-885-7529 
Prerecorded Game Tips 
and Future Prod 


Information 
News about recent releases and 
games for all Nintendo systems. — 
Call for help on Super Mario 64, BI 
Corps, Turok: Dinosaur Hunter, Doo 
War Gods, Killer Instinct Gold, Staf 
Shadows of the Empire, PilotWing 
Mortal Kombat Trilogy for the Nint 
There's also help for any Super IV 
for the Super NES and NES, Dont 
Land for the Game Boy, any Ze 
Donkey Kong Country 1, 2, and 
Vikings 2, EarthBound, Illusioi 
Lufia Il, Super Metroid, Secret 
Chrono Trigger, Final Fantasy Ill 
Mario RPG, Breath of Fire | and 
Instinct, Street Fighter Alpha 2, 
Kombat Il, Mortal Kombat 3 and 
Kombat 3. This call may be long di: 
so be sure to get permission fre 
pays the phone bill before you cal 
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It’s a distress call from 
General Pepper! ? 
Andross is back and 
he’s bent on crushing 
Corneria and creat- iN 
ing a galaxy of ae 
mutated bio- ; se 
weapons. It’s up 
to Fox McCloud 
and his daring’ 
team of pilots to 
rescue the Lylat 
System. Scramble 
to your Arwing and 
charge your G dif- 
fuser—you're ona 
translight ride to 
high adventure in 
Nintendo’s Star Fox 64! 


En!) Hi Dea 


Star Fox.64 is packed with breathtaking, cinematic action 
scenes. Even.if you rarely wait around to watch a game’s 
demo sequence, sit back’and preview the opening scene 
of Star Fox 64. The intro resembles the beginning of a 
major motion picture more than a video game. You'll dis- 
. cover other cinematic sequences throughout the main 


game, all with unique camera angles, character voices 
and stunning visual effects. These scenes will pump you 
up before and after each mission as you battle your way 
across the Lylat System. And don’t worry about re-runs— 
if you’ve seen the scene before, the game lets you skip 
over it by pressing the Start Button. 


STAR FOX 64 


siniiletae style and \AlhRany de.While the _f | Dramatic and detailed“ 
first game had thre yOu s —e- spausioss 
chart’a new course in Star Fox: the ¢ who : Cee paiey missin. 
pee ee ae complete AR ; MS complete with audio 
>. at ~ dialogue from bott 
‘ friends and foes. 


cymes: packaged with. @very Star 
the base of you N64 Controller 
rious, ‘degeges, depending 9 os) the action 


a 


He 
 ~ slight buffet of turbulence from a near) 
miss, to a full blown Kewrs a 
. direct hit... Try it and | 
s “sonses be the judge. 


Star Fox 64 isn't. all: fancy flying. There i isa 1 Special tatik and a submarine 
waiting for Fox in the hangar ‘bay. The controller configurations of all 
three vehicles are similar, so yo spend less time learning and 


more time blasting away at Andross’s legions. \ A R WwW | N G 


ike i CT 4 The Arwing is the 

e eae Z sie Star Fox team’s utility craft, You'll fly it in 13 of the 16 pos- 

= gate se sible missions in the game. Because/the fate of the Lylat . 
ES L A N D M A STE R System depends on solid flying:skills, Star Fox 64's Training 

. Mode focuses on Arwing flight maneuvers and combat. 
Space Pyisamics oo Hid. uesiaed te Fapamester ee) 
specifically for Fox McCloud’s ground assault mis- ge es 
“ sions. You'll deploy the Landmaster when you reach 5 @ B LU E M A R | | E 
bp Titania and Macbeth. This tank is equipped with ee The Blue-Marine , 


submarine is 
a prototype 
vessel engineered 
by Space Dynamics 
Co., Ltd., Slippy 
Toad is the submarine’s 
chief architect, and he 
personally maintains the.submarine inside 
the Great Fox's hangar. You’ deploy the 
Blue-Marine when you explore the murky 
depths of Aquas. 


two vertical jets, so it can hover for short 
distances over obstacles. 
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The 16 levels in Star Fox 64 feature combinations of two 3-D game eavioement, _-These 
envirdignents are called Corriffor and All-Range Modes. Even if you’ve never flown a flight 
simulator style game, or find it hard to fi igure out 3-D flying, the user-friendly design and 
elegant play control in Star Fox 64 make the game easy to learn and hate ir Both 
modes feature invisible boundaries, so if you stray too far off course, : a 
your Arwing autopilot will steer you back to the correct heading. — 


CORRIDOR MODE 


If you played the original Star Fox game for the Super NES, 
you’re already familfar with the scrolling 
action in Corridor Mode. At first glance, 
Corridor Mode may look constraining, 
especially to players who prefer the 
wide open spaces. of flight 
simulators, but this format is designed to 
replicate the drama of an 
attack run. You have only, 
one opportunity—a_ single, 
pass—to complete 
your objectives and pull 
off a perfect score. If you miss 
a target or a warp, you can’t turn 
around and go_ back for a 
second attempt. ; 3 


oe 


ALL-RANGE MODE ~*~ 
Six of tlie stages in the game feature flight simulator style 
~ play called All-Range Mode. As long as you don’t have a 
time limit, you can fly anywhere for as long as you like. * 
This format is used exclusively in multi-player VS. play, 
but some levels in the main game switch from 
: Corridor to -All-Range Mode for boss encoun-——. 
ters. The map on the right charts the »\ 
“physical features on the surface—of 
starbase at Bolse, an -All-Range. Mode 
mission you'll fly when you finally reach 
orbit around Venom. * 


—=) 
0410900 
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STAR FOX 64 


A FOR ONAMISSION: - 
MAIN GAME 


The main game is a one-player, epic battle across ‘the Lylat System. You assume the 

role of Fox McCloud, the leader of the Star Fox Team. General Pepper, the leader 

of the Cornerian forces, hired Fox to defeat Andross\and ‘save the Lylat System. 

Since General Pepper was highly decorated in his previous.engagements with 

Andross, he knows the enemy's strategies and will brief youbefore each mission. Depending on how well you perform, your path and 

difficulty level will change as you get closer to Venom: ‘You'lllearn- more about Star Fox 64's sy, and most difficult routes 

p on the next Page. 
He 


». > 17S A FORFIGHT: US. MODE 
f BATTLE ROYAL 


Inpressive, Stor 


for ; 
ostereid field, 


; “Star Fox 64 features, three modes of multi- 
player matches, all pf f which“are variations of // 
supersonic dogfights and grueling tank duels/// 
Up to four playérs can choose between Battl 
Royal, an\ all-out’ dogfight or a) Landmast 
duel to\ the last pilot, Point Mode, a scBrin 

~ mafch with players flying or tanking unlimit- 

ed vehicles, and ‘Time Trial, a high score race 
where gamers blast-each other and ‘comput- 
er controlled pilots; out’ of the skies. 


experienced \playérs|are continually beating // 5 afore Wp fea I 
up ‘on< the; "beginners, you, .can’/’ player has one Arwing or Land- 
balance. the skill_levels using, the. er, and the match ends when 


game's Handicap option. 


_ POINT MATCH. 


ane ~ a 
Players have unlimited Arwings 
Landmasters in Point Mode. You: 
earn points by downing rival pla’ 
ers. The first player to earn thig Gs 


* points wins the game. 


In Tine Trial, you have between one 
and five minutes to take out as 
many enemy aircraft as possible. 
Your score will reset to zero if 


LEARN TO FLY: TRAINI 


If you've never flown an Arwing before, Star Fox 64’s Training Mode has the QUICK TURN — 
tips you'll need to get the edge on Andross’s legions. Your Flight Training \ 
Academy instructor will gradually introduce you to all the flying maneuvers 000° 
-possible-in the game, starting with basic moves and ending with a massive on 
dogfight ifrAll-Range Méde. Of all of the maneuvers you'll learn in Training, / 

> thegt5ug! st to master are the U-Turn and Loop. These moves will shake/ 
enemies off your taikfSo it’s i Int to learn them. carly, in.the.game. Y u\, 
can Fala, U-TURN — Loop 

® U-Turns an 

hoops " to [faeces 
break enemy 
radar lock 
when youre 
playing multi- 
player games. 


THE L¥LAT SYSTE 


12. + fiQUAS yo S 13. ZONESS- 14, SECTOR Z 


The bled vit of, Aquas 
is usually teeming with: 
various forms of life, but 
Andross has released a 
toxic aquatic bio-weapon 
that is systematically 
mutating the planet's 
ecosystem. Long range 
sensors cannot locate the 
bio-weapon, so you'll have 
to use the Blue-Marine 

to find it. Pew ae ef, 


Like Aquas, Zoness.is completely covered by — Many years ago the Cornerian 
ocean, but Andross has‘ industrialized the, -plai ~ Colonial Forces engaged the 
et with refineries that produce for his dreaded space pirates in.an 
fleets. You can create an energy pusiett) you - _—_ epic battle inside the Sector Z 
dodge the p= a Nebula. This area is now 
enemy's . ' = x e 

search- 

lights and 

disable 

the tanker 
_ convoys. 


11. SECTOR ¥ 


Corneria’s battle fleet is 
limping back home 
through the Sector Y 
Nebula. There are scat- 
tered reports that the 
enemy is deploying f 
armored robots to ambush 
the fleet. These robots 
carry special shields that 

H deflect everything except 
direct hits. 


9. SOLAR 


Solar is a searing hot star 
called areddwarf. * 
Andross's ships were spot- 
ted in Solar's orbit, so he 
may have a bio-weapon 
here. This matter must be 
investigated, but we don't 
have a ship that can sur- 
vive the intense heat. 


8. KATINA 


Throughout the invasion, 
the Frontline Base at 
Katina has beer’a thorn in 
Andross'’s side, This is the 
last surviving Cornerian 
outpost in the system. 
Sensors indicate that. an 
enemy assault craft is 
approaching the planet—.. 
time is running out: 


rt C 0 R N E R | AS “vessels are here, waiting ; ineata that the Star Wolf teamis 
_. ambush any Gor rans . ing in the arga, so keep aneye 4 

Pte is home to over fleeing fro at. oak Our Six. e : 

. 85% of the life forms in s ees 


the Lylat ‘System, and it's 

I the startiny point in the 
I game. The planet is 

t Andross's primary tar- 
- get. If you fail to defend 

Corneria, the entire Lylat 
| System will fall to 

Venom's forces. 


ane eT 
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»¢ Aside from vei 
defense networ! 


System. It's rumore: 
that the enemy has 


Awe! 
Dependin : ; 
approach Veni oR” = | mission in the game. 
paneounter eith ici fod battle the Star 
fi j If Team on the pla 
simian double. E zi eth ice before tak- 
| extreme caution 2 


aah catcha Howry | 
of Andross’s true form. 


jaths: ean to Venom. with 
‘hidden warps, all of the cri- 
teria for reaching the different corners of 
the Lylat’system are outlined in the Star Fox 
64 Instruction-Manual. Listed below are six 
potential paths. The top route is the easiest, 
while the most difficult sequence is shown 
at the bottom of this page. 


5. TITANIA 


Long ago Titania was the home world 
of a highly advanced civilization. Now 
f je sandstorms haunt the planet. 
ancient defense network is 


Easy 


ill active, so it's doubtful that Venom @ 1- 2- 3- 4- 5- 6-7 
the esas tls forgotten corner of © 1-11-8-4-5-6-7 
: “e-1-2- 3-4- 14-6 -7 
@ 1-11-8-9-10-15-16 & 
@ 1-11- 12- 13- 14-6 -7 
@ 1-11- 12- 13- 14-15-16 I 


Hard | 
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MISSION1: CORNERIA 


Corneria is a combination of Corridor and All-Range Modes, so rookie. - 
pilots will get a feel for all of the Arwing’s flight characteristics in the first — 
mission. Pgppy is flying in formation off your left wing, and he'll give you. 


You're inbound on the 
canyon route to 
Corneria City. Blast the 
enemy fighters as they 
swoop in frombehind - 
you, then lock-on the 


important tips as you brush by Corneria’s skyscrapers. After you become Tripods hovering at the 
a seasoned veteran, try to earn a medal. by destroying 150 enemy units. end of the canyon. If 
If you earn medals on all of the stages in the game, you'll be able to test bres ete narienty wal ‘I 
your skills in the game’s Expert Mode. varperts tg have 21 points when 


TIME 0:15 0:30 -/ 


you enter the city. . ite ‘, 
Bis % 


an7Arsy 
T 
> 


a TpasH THE | & 
Eanes a) i GATES © ig be 


ae = I Bash these locked doors 
7 eae 


with your lasers to collect a 
I Shield Ring and a Smart 


"Bomb. There are-ad onal 

items hidden behind t 

other gsioe ie Corneri 

neutralize the ener 

. defense points wa ai 

he t gfabbing the goods. _ 
al = el = = _ 


x “3 i ae 


1:30 Ot 


The mission has barely begun and Slippy Toadis 
already in trouble. Hold the A Button to lock on lL 
the enemy fighter and blast it with one shot. 


TIME 


“SAVE FALCO! 


It’s esser ntial to keep. 
‘Falco: aloft i ‘if you want 

to reach Sector Y. There 
are three posstble ways 
_ to save him. You can.use 
a 2 boost and quickly down the four 
enemy fighters.with your laser, or 
you can use a lock on and blast 
the fighters from a distance or, if 
__ you find yourself low on booster 
power, launch.a Smart Bomb and 
detonate it as it closes.in on 
Falco's position. 


bo ee 


@ snrenorower \ : yj 


G-IiFfuser! 


I Hold down the A Button to lock on a target. ; 
When you press the button’a second time, Na 
your laser gun will fire a powered-up, homing 
shot at the target. The resulting explosion 

| will vaporize enemies near the target: - 


a | 


oun 


zs 


1 PRIORITIZE YOUR TARGETS 


Right about,the:time Peppy warns you about an enemy on 


g your tail, a Garuda robot will try to bounce a building off your j Si ei a ¥ 
€ Y nose. You'll earn.a Smart Bomb if you smash the robot before i’ ~ zi. Ifyou blast atch the 


| e you apply the neakes and take out the pursuing fighters. | doors here you'll 
J ae I earn a Shield Ring. If’. 
you've collected all 
se | three Shield Rings 
: : sea) So far, your Arwing 
| Shield-Gauge will 
~ nearly double in ‘ 
| Z length. If you collect 
% ~“} another trio of 
all yy Shield Rings you'll 
earna 1-up! 


400 oe a ae 


eS A oe” ae 


<3 / aie 


“Ae! 


. eo IT’S A TRAP! 
ar +: ses Rookie pilots always dive for: 


this Laser Upgrade, but.it's 
important to blast the Garuda 
robot first: Use your 
laser or a Smart Bomb to 
neutralize the robot\\\ 2 
before he can push the — 
building on top of the 
Laser Upgrade. 


2:30 


A Smart Bomb will appear 
here after you fly through 
this stone arch. If you exe- 
cute a loop as soon as you 
see the bomb, you can 
swing back around, swoop 
through the arch again, 
and pick it up on the sec- 

ond pass. f 


a a 


i 

i _ . 

1 

, GET A BOMB 
I 

1 


If yot*knock out the” ~ 
four Venom Tanks z o] 
beneath the bridge, = ad 
you'll earn a Shield Habe Nek 
Ring. You can destroy MD ore we 
three at once witha 
lock on and finish off the survivor with your lasers or 
launch a Smart Bomb and take out all four at once. 


If you fait to! 
rescue Falco sy 
_or miss flying 
- through’one of 
| the arches on 
e lake, you'll 


Two Shield Rings are — 
stacked here. You can 
pick up both by flying 
through the lower ring 
before executing a 
loop back through the 
upper one. 


TIME 


planeta loeelaeetloes elon tr ioral tl E 


ATTACK CARRIER 


* The Attack Carrier has four components, including a i fighter’ mee 
sile launchers and.a main hull. You’ll-have to eliminate Ee hangar 
the missile launchers, before you can-damage the main‘hul Each componen ia 
has reinforced armor, so you’ll have to shoot them ‘when 1 the! —— ; 


open. Finish off the hull with a series of laser bursts. —S 


= the carrier's ify you shoot the fight- iss away at.the 


right hangar bay asthe —_ers after they.take ch ‘mis- Attack Carrier's hull 
fighters take off to off, they'll turn into: s are-launiched at/”»-after.the three bays . 
attack you. Supply Rings. your Arwing. \~\ ¥/ are destroyed) 7 
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. = \\\ *  MISSION3: FORTUNA. . 


A time bomb has been planted at*Fortuna’s base, and it’s up to'the 

Star Fox Team to diffuse the situation. Star Wolf and his cronies. 
~-are defending the airspace around the base. The Star-Wolf teati’s 
best defense is its looping attack, but if you anticipate the maneu- 
ver, you can keep your rivals in your laser sights no matter how 
much they attempt to worm their way away from you. : 


As you engage the eneniy over Fort 
you of a bomb planted in the base. Diffusing the bomb would 
be a piece of cake if you didn’t have to deal with Star Wolf. 

» i . 


‘A loop attack 
is the best 
move for 
turning the 
tables ona 
pursuing foe, 

: lly if you're 


ou can per- 
hile playing 


BATTLE 
A THE 
STAR WOLF 
TEAM 


Ifyou defeat the Star Wolf team 
before the bomb inside Fortuna’s 
base explodes, you'll head for Solar 
at the center of the Lylat System. 


Star Wolf 


SS 


inate the Star Wolf team, you'll move 


a3 


m= a og a, gets 
: - as i away! 
 @ ? 
2: < v ete | os ~~ If the base explodes before you elim- 
: "| 


wanton on to Sector X. Expect a rematch 
Whenever you're being € va = _ with Star Wolf later in the game. 


pursued by an enemy, try 


The next destination depends on 


reversing your fortunes with a i Puy Penltienns : 
looping anack, To execute a how you fare against Star Wolf. Your basic training is over and you're on your way to becoming 
loop, hit the Booster and pull Either way is more difficult than an ace. Check out Volume 99's advanced tips and techniques 
Down on the Control Stick. Fortuna, but the game really to earn medals and reach Expert Mode. 


heats up if you're victorious. 
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We gave you a first look 
at Vic Tokai’s 3-D fighter 

for the N64 in April. This 

month, we're taking you 

into the arena to meet the 

eight fighters who are 

destined to battle for 

control of the cosmos. 

Besides offering some of 

the best graphics and 

control of any game in its 

genre, Dark Rift also has 

Al that takes note of your Pa 

fighting style and adjusts 

to exploit the strengths 

and weaknesses of your 

warrior. Think you're up 

to the challenge? Then 

choose your fighter and 

prepare to prove it! 


© 1997 Kronos Digital Entertainment. 
©1997 Vic Tokai. 


NINTENDO POWER 


The legend of Dark Rift centers on the powerful Master Key, an ancient artifact that was 
forged to lock away all the forces and secrets of the cosmos. The key was then divided 
into Prime Elements, which were sent to separate circles of reality for safekeeping. Two 
tyrants hold pieces of the key: Sonork Nezom, who controls the Core Prime Element, and 
the Lord Demon Demitron, who has the Dark Prime Element imbedded in his head. 
Offering his element as a prize, Sonork is holding a fighting tournament to lure the 
unknown holder of the Light Prime Element into his dimension. Sonork is so certain that 
he can defeat this mystery fighter that he’s already plotting to use the two pieces of the 


key to destroy Demitron and take control of the cosmos. 


Dark Rift’s Practice Mode lets you learn each fighter’s special 
moves before stepping into the ring for real. If you want to rule the 
tournament, start here and learn the basics. In this mode, the game 
shows you which buttons you're pushing as you practice special 
moves. And if you turn your opponents onto automatic, you'll also 
see all of their special combinations displayed on the screen. But if 
you just want to use the other fighters for punching bags, turn off 
the automatic feature so your opponents won't fight back! 


— 
emonica 7 | 


PRESS START 4 Selects 


Take Control 


This key will help you understand the moves 
on the following pages. Note that Control Pad 
directions are shown with solid arrows, while — 
the C Buttons are depicted with solid circles. 


Besides allowing your fighter tomove upanddown 
and back and forth, the Control Padis crucial for mak- 
ing spectacular combination attacks. You can also use 
the Control Stick for directional control, but we think 
you'll find the Control Pad easier to play with, espe- 
cially when pulling off those multi-button combos. 


DARK RIFT 


The Tournament is the main event in which you and the 
other fighters face off in a quest to capture the Master Key. 
Before you begin to battle, you can go to the options screen 
to choose the difficulty setting and the number and dura- 
tion of the rounds you want to fight with each challenger. 
During the Tournament, keep in mind that the game’s Al 
will notice patterns in your fighting style and then adjust its 
moves accordingly. 


If you can get righ up eee ie your opponent, A 


quickly press the B Button to pull off a partic- 
ularly cinematic (and devastating) move. 


If used in conjunction with the Control Pad, the 
A Button lets you execute some truly awe- _ 
some attacks. 5 eae ir 


f 
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A short, sassy, and somewhat spoiled princess from the Jungle City of Faralon, Niiki ran away from 


her family’s palace to escape over-protective parents. Having absolutely no interest in obtaining 
the Master Key, Niiki’s only competing for the fun of it. Although she’s a fierce and highly skilled 
fighter, Niiki’s lack of concern for her own safety may have tragic consequences. 


Trained by the best fighters in Faralon, Niiki is a master of Inverse Kinematics, a style that mixes 
balance and leverage to exploit a competitor’s momentum. Besides this skill, Niiki relies on her 


two spiked rings to slash her enemies down to size. 


GOGO NWA an le 
This small but destructivecom- |— * =.= "== z } 
bination is basically a one- eet 


handed double slash followed 
by a quick, low kick. To guaran- 
tee that all three blows hit 
home, be sure to use this 
combo only when you're close 
to your opponent. 


OOO®OGOHO 


Niiki shows off her acrobatic 
talents with this five-hit combo. 
It features a one-handed double 
slash, then two high kicks, and 
for the big finale, a two-footed 
handstand kick to the oppo- 
nent's head. That's gotta hurt! 


Because Niiki has been trained in a style that places more impor- 
tance on quickness and agility than it does on muscle power, 
you'll need to use those two abilities to your advantage. Try using 
combinations that include 

lots of high and low kick- rrsx Foe 

ing and fast series of slash- VES Ne Re rity 
es. The real key to winning A ae ES ST a ae 
with Niiki is to keep her 17a” mts : = 
moving around the arena. 


If you move too slow and 08F 

get caught flat-footed, you eS ee ake 

may lose the fight. — ~ ee 
_. ee 


Aad ve of Niiki’s best moves is 
5 yj @* her ability to lock her oppo- 
es nent between her knees 
while performing a two-hand- 
ed back spring. The other 
fighter will fall flat on his or 
her back while Niiki dishes 
out another dose of pain and 
punishment. 


@) sunrenoo power 


GO08200 


Niiki's six-hit combination will 
leave even the mightiest fighter 
begging for mercy! Execute two 
mid-level slashes followed by a 
high right kick, a high left kick, 
and finally, two fast slashes to 
the face. 


COOBOOOHO 


If they're still not crying uncle, 
try using this massive series of 
moves: a high partial-spin kick, 
followed by a full spinning kick, 
a one-legged back kick, a high 
slash, and another high kick. It's 
the piece de resistance! 


> 
Scarlet Zerai was once the official custodian of the Core Prime Element, but she lost her post |, 4 . a) 3 
when Sonork decided that women were unfit for such a lofty position. Declaring herself 
Empress of the Chosen Ones, Scarlet hopes to best the other competitors and finally take 
revenge on her former boss. Being a big fan of classical weapons, this female fighter is fond 
of using both a long sword and shield to defeat other fighters. 
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—S; 
Unlike Niiki, who relies on speed and agility to undo her opponents, Scarlet uses a method- mF. 
ical style and her amazing strength to wear down adversaries. And though she may move a 

bit slowly, she’s certainly no shrinking violet on the battlefield. 


GOOG60 


A short and extremely sweet 
combination, this sequence 
begins with two sword slashes 
to the left, followed by one fast 
slash to the right, and finally, a 
massive straight-legged kick 
just for good measure. 


OOOOGB 


This combo is another slashfest 

for the sword-wielding warrior. It | 
Starts with two overhead slashes 
and a low slash, continues with 
two more overhead slashes and a 
low slash, and finishes with a high 
slash to the head. 


OOOGOOYG 


Want to see Scarlet’s savage 
side? Just check out this combo: 
Two fast slashes, one low slash, 
a brutal overhead slash, and then 
an incredible sword thrust to the 
chest that leaves her opponent 
groaning on the ground! 


First, you'll have to use Scarlet’s considerable strength to make 
up for her rather plodding pace. Instead of backing away from 
difficult confrontations, try to keep Scarlet in the thick of things, 
using her shield to keep her combatants at bay. If you’re good 
at blocking, her lack of 
speed won't be a prob- 
lem. Also, employ her 
simple A Button combina- 
tions to do some quick 
and devastating damage. 


Tapping the top C Button three _ 
times will create a simple triple 
slash that will send your oppo- 
nent diving into the dust. It may 
not always work in the higher 
rounds of the tournament, but it’s 
usually very effective. 


— 
With the planet Earth in ruins—the result of savage and protracted wars—Colonel Aaron 
Maverick of the Colonial Commando Special Task Force has been ordered by his superiors to 
enter the tournament. As an explosives and weapons expert, Aaron believes he can beat the 
other competitors, win the Master Key, and use it to restore peace on his planet. 


Fighting Style 


A highly-skilled soldier, Aaron is comfortable with both short- and long-range styles of com- 
bat. Up close, he likes using his MFG-16’s double-bladed bayonet for slashing his foes, while 
at a distance he relies on his massive weapon’s firepower. 


OOOO9O82O 


This first combo finishes with 
Aaron's favorite flourish. 
Beginning with a mid-level bay- - 
onet swing, it continues witha 
low swing, a bayonet thrust to 
the chest, an uppercut thrust, _ 
and finally, two reverse elbow 
blows. 


QOOOGOSO8O 


Use this series of moves to strike fear 
in your opponents: An overhand swing, 
a mid-level spin kick, a low swing, a 
bone-crunching bayonet thrust, an 
uppercut swing, a really cool pair of 
low kicks, and a reverse elbow to boot! 


r 


oe0000Ce0 


Aaron's next combo is similar to 


Agron 


If you want to beat this sav- 


the first but with a little more a i e: ; ¥ ee at 2 ; 
kick. Here’s the sequence: An —- ~~ &. 4 - mm age soldier, you'd better 
overhand swing, followed by a ¢ ‘ van p keep him on the defensive 


spin kick, a low swing, a mid- =: - — f . by using a series of quick 
level thrust, an uppercut thrust, R conta? Ay 

and, of course, two crushing . . : 2 combinations. Just don’t get 
elbow blows. ‘ ~ = 7 ‘ee in too close or he'll grab 


: ‘i i ; you and skewer you like a 
Fighting As Aaron a 
Aaron has a terrific assortment of attacks at any distance, so try 
mixing up his many moves, and vary his position around the 
arena. If your opponent comes up close, use lots of big bayonet 
_thrusts and swings, and if you can get toe-to-toe, use the B 
Button to skewer the competition. If you should find yourself 
$ with a little extra breath- 
ing room, make good use 
of your gun’s ammuni- 
tion, and be sure to lob a 
load of grenades. 


Colonel Aaron Maverick is, quite 
simply, the ultimate soldier. He 
can use his armored body as a 
weapon, swing a huge bayonet 
like a baseball bat, and use his 
extensive training in explosives 
to make his enemies sizzle! 


sent 


@) swrenoo power 
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It is well known that this armor-clad combatant fights with a combination of Ninja and 
Samurai styles, but his origins are a matter of speculation. Although Zenmuron’s motives 
may forever remain a mystery, you can expect plenty of fast kicks and swordplay from him. 
Be forewarned: this fighter has finished off every adversary he’s ever faced. 


While Zenmuron is extremely adept at using his Samurai sword to slice and dice his ene- 
mies, he’s equally skilled at using his legs as lethal weapons. His opponents had better know 


how to block, because his kicks just never stop coming. 


OOO 


This easy sequence will begin to 
give you a feel for Zenmuron’s 
unique style of swinging a 
sword. It involves a slash to the 
left, a high slash to the right, and 
a two-handed thrust to his unfor- 
tunate foe's midsection. 


If you choose to play as Zenmuron, you'll need to master 
both his sword swings and his martial arts moves. Instead of 
simply slashing away at the your opponent, combine swift 
swordplay with a series 
of well placed kicks. If 
you can keep this pat- 
tern up, you'll have no 
blems putting an end 


Zenmuron’s massive sword 
swings will often be effective 
against his enemies, but if a 
fighter begins to block his 
blows, throw in a kick or two to 
counter the defensive moves. In 
other words, you should kick 
him when he’s down. 
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His next combo has lots of steps, 
but it'll reduce your enemy toa 
blithering mess. Do a slash to the 
left, then a high slash to the 
right, an overhead chop, and an 
excellent series of five kicks 
that has to be seen to be 
believed! 


GGOOGB 


This is arguably the best com- 
bination in the game. Start 
with the previous combo’s first 
four moves, then add a spinning 
overhand slash, a two-handed 
reverse thrust and an over- 
the-shoulder throw of the 
impaled opponent. 


VOLUME 98 @) 


Once a scientist of Sonork’s, Eve was mortally wounded when the tyrant launched 
an attack on her lab. Having transferred her consciousness into a droid, Eve is now 
fighting to win the Core Prime Element, and restore her body to its proper form. 


Like those fabled musketeers, Eve uses an elegant fencing style 
that’s almost as fun to watch as it is to perform. She may be the 
one competitor who proves that a good fighting technique is 
much more important than massive muscles. 


To make Eve an effective com- 
petitor, you must learn to deftly 
perform all of her numerous 
combinations. And forget about 
mixing her terrific fencing skills 
with fancy kicks; they will only 
weaken her chances of winning 
the fight. Also remember that 
Eve has excellent range with her weapon, so don’t make the 
mistake of moving in too close to thwart her enemies. 


OOGOOGGOLOEO 


This artful combination of fencing 
moves goes by so fast that it’s 
almost impossible to follow. Its 
best features are a sensational 
series of Zorro-like slices and a 
finishing upward slash that knocks 
your opponent off his or her feet. 


Representing his home planet Dorlon, Gore believes that the Core Prime Element rightfully 


belongs to his people. He plans to prove his position with his massive battle-ax and the pure ag 


might of muscle. He uses his mighty bulk to great advantage. — 


Although he’s a bit of a lummox, Gore more than makes up for 
his lack of finesse by employing brute force. Being so strong, the 
weighty warrior can usually do more damage with one blow than 
his competitors can do with two or three hits! 


Gore can take’a lickin’ and keep |¥ “au 
on tickin’. Even if it looks like |e 
he’s down for the count, he can 

easily come from behind and 

win the battle as long as you use 

his powerful combos to pound 

the competition. 


(26) NINTENDO POWER 


; don 


0090 Ps 


Gore's short sequence of + 
savage ax slashes must 
be very well timed to suc- 
ceed. Try pressing the but- 
tons at different speeds to 
determine the pace that 
works hest. 


Bac 


° 


Demonica, at the bidding of her evil master, the Lord Demon Demitron, hopes to fight Sonork 
for the Core Prime Element and take it back to the Dark Dimension. While she may not easy on 


the eyes, she’s more than a match for any warrior. 


One of the game's few fighters who doesn’t use a conventional 
weapon, Demonica will rely primarily on her long fingers to take 
the tournament. And because of her poor posture, she’s fond of 
shredding her opponents from a crouching position. 


Demonica has an extremely limit- 
ed range, meaning that she has to 
stay in close to the other combat- 
ant in order for her claws to make 
contact. This may leave her 
vulnerable to some 
attacks, but block- [\( 
ing low should help. }y"/*s 


Close Demonica in on 
her opponents and just 
keep those speedy 

combinations a-comin’! 


Dark Rift’s most dynamic and enigmatic combatant is rumored to be both from the Light 
Dimension and the keeper of the Light Prime Element. While we’re not telling, we will say 
that Morphix has some of the most amazing moves we've ever seen! 


Since Morphix appears to be a being of pure energy, he can 
transform and move his body in some really wild ways. His agili- 
ty is almost unequaled, his arms can become brilliant blades of 
light, and his spins are simply out of this world! 


Morphix has many long and 
effective combos but some of his 
best moves are created with just 
a couple of taps of the C Buttons. 
Try practicing some of these sim- 
ple sequences of kicks and slices, 
and master his amazing propeller 
spins, too. 


With blinding speed, 


DARK RIFT 
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GOOC8O 


This sequence will have 
Demonica's claws slashing at 
her competitor from just about 
every direction. No matter 
which warrior she’s fighting, 
she can cut them to the quick. 


slices to get ar 
defenses. Also, tal 


OOO606 


Morphix changes his arms 
into blades and makes a 
chop left, a chop right, a 
two-handed overhead chop, 
and a two-handed scissor 
slash to undo his challenger. 


Morphix likes to use 
tough combos on hi 
nents, but after he’s finis 
takes him a while to re 

strength and make 
~ move. That’s when ys 
seize the moment a 


~~,” 
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The World at 
Your Feet 


ISS 64 takes on a world of soccer 


© 1997 Konami. All rights reserved. 
Konami rolls out a i 
lifelike world of diverse © 
soccer challenges that'll 
knock you off your feet! The tense second-half 
Scenarios are ISS 64’s kickiest feature, and, with 
our power plays, we’ll coach you on completing 


challenge by allowing up to four 
gamers to simultaneously get 
their kicks either in competition 
or cooperation in the six different 


modes of superstar game play. 
You can also sit back and 
just play spectator (without 
the fear of hooliganism, 
even!) in CPU vs. CPU 
mode. If you’d rather play 
the field, try your hand (and 
feet) at the 70-game matchup to 
conquer the World League. To 
hone your goalkeeping and _ 
scoring skills, hustle over fet =trateay 
and aim, lob, chip and foun : 
keep your eye on the ball 
in the Penalty Kick show- 
down. Or try to strategize a 
winning offense to coach your 
team to victory and close the final 
heated chapter in the high- 
pressure mid-game 


Short of giving you grass stains, ISS 64 sports game play and graphics that are 
as real as they as could ever be. In rain, snow or sun, roving cameras and 
running commentary cover the fluid 

(Prime MNOCHTINT, "| movements of the superstars’ kicks, 
volleys and passes. 


ISS 64 rolls out almost every possi- 
ble soccer move, defense, offense, 


Scenarios. And, you'd sag and strategy to make you a super- 
better get some field play, star. At the push of 
f Kick Sea Bee a abutton, you can 
ree kick and corner kic 3 instantly align your 
practice in Training mode, fi F players into any of 
ee 4 2 2 Z the game's eight 
too, because ISS 64 sports strategies. Captain 
fancy footwork and_ tricky i your team into one 


maneuvers that would even of the 16 tactical 
i Pele! | formations, or go for 
PAB TSE: fogs: the “total soccer” 


strategy and play it 
by ear, feinting, slide 
tackling, and wall 
passing your way to 
victory. 


durillo 


g*) You Make the Call 


Choose one of the three referees depending on how aggressively 
you like to play. Hasegawa always pulls a red card on a foul, so 
be on your best behavior 
if you choose him. At the 
opposite end of the field 


is Carlos, who’s more 


lenient and tends to tout TEAM OFF DEF TOTAL ° 
the yellow card. For a \. BRAZIL 98 94 96 
ref who's in between, GERMANY 91 95>) 93, 
select Heinz. FRANCE 3 85 89 87 
COLOMBIA. : 88 80 84 
‘CZECH. REP. 85 84 85 
(DENMARK _: 79 77 78 
P - ‘. yr RUSSIA : 83 84 84 
o\ Building the Perfect Team Bigxm 81 84) 83 
— 4), HOLLAND — 92 80 86 
You can create up to 24 customized kickers to build your own ITALY 87; 98 93 
personal dream team. Plus, with the Control Pak, you can save MEXICO 81 2 82 
them and recruit them for another day. You can build your play- ENGLAND 90 89 90 
er from the feet up and determine everything from his speed, Pi PORTUGAL 81 79 80 
power, technique, stamina and appearance. ~ “NORWAY 78 : 75 77 
, BULGARIA 91 77 84 
ROMANIA 84 79 82 
“ SWEDEN 80 79 80 
U.S.A. 71 81 76 
S. AFRICA 80 77 79 
vy JAPAN 61 71 66 
Y ARGENTINA 89, 83 86 
CROATIA 89 71 80 
Create Player lets you invent your own superstar. SCOTLAND 78 83 81 
Choose his position, allot a set number of points to TURKEY 75 (i 69 
Sarma nanan an oe 7 
world-class looks that are strikingly similar to super. ’, GREECE 61 77 69 
strikers ranging from Carlos Valderrama to Ruud Gullit. IRELAND 75 79 79 
BELGIUM 73. ()) 71 
, URUGUAY 84 80 82 
R. KOREA 63 59 61 
SWITZ. 85 89 87 
POLAND 73 vA) ah 4 
\ CAMEROON 3 75 63 69 
NIGERIA 90.378 84 
Matler i Pay N. IRELAND 71 75 73 

: WALES 


After you've created your players, you can draft 
them into any of the 36 teams at the Team Reg 
Player screen. Select the team you'd like your 
player to join, then replace a team member with 
your superstar. All 16 team members are replace- 
able, so you can custom-build an entire team. 


ISS 64 


While. the players in ISS 64 are fictional, they are 
based on actual. FIFA kickers. The international super- 
star teams boast similar abilities and skills as their real 
life counterparts, and, compared to recent FIFA stats, 
ISS 64’s teams rank realistically, too. 
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Closing the Book 


on 16 Scenarios 


It's deep in the second half of the 


game. Your team’s down by one 
point, but you have a chance to tie 
the game with a corner kick. Even- 
Steven is boring scoring, so the 
heat’s on you to sink two goals. 
Time’s slim, making it tight to fit in 
a second goal, so you'll have to 
devise the best offense to vindicate 
your team. ISS 64’s Scenario fea- 
ture drop kicks you into the middle 
of 16 tense second-half game situ- 
ations like this to pressure your 
Each Scenario 
varies in difficulty, and with our 


coaching skills. 
specially-made 3-D. soccer dia- 
grams, we'll coach you through 
eight of the more unusual ones. 

PASS slates 
1 <p 6 


SHOOT EASY HARD 


liuta 


———— 


NDO POWER 


It seemed like a good idea at the time, but now the Italian team’s kicking 


itself for playing with its main force in reserve. Overlooking the Czech 
Republic’s soccer savvy, the misguided tactics are costing them the game, 


Boot the ball to your teammates on your left. Both 
are being marked by an opponent, but if your team- 
mate can trap the ball, he can lob it into the goal. 
You'll have to follow up aggressively to score anoth- 
er goal to overtake the Czech Republic, since the 
final whistle will be only a few dozen seconds away. 
Slide tackling and one-two passing should help Italy 
blaze across the field to chip in another goal. 


AMERO 


France was set to take home the trophy when 
Spain scored a last minute goal. The score’s now 
1-1 with less than 30 seconds remaining in the 
game. France has its chance to strike back with a 
free kick, but any attempt at lobbing the ball into 
the goal will surely be dashed. Carefully plan 
your passing strategy, or Spain will steal your 
ball, and, most likely, your victory. 


strategy and cue up a 3-3-4 forma- 
tion to structure your team with 
three defenders, three midfielders, 
d four forwards. Your team’s 
lefensive abilities will be vulnera- 
ble, so keep possession of the ball 
by carefully passing it to your 
teammate on your right. When he 
intercepts it, quickly shoot it into 
he goal. 


to overcome the 
1-2 score, Italy needs to pull off this free kick. 
Ready your players into an All-Offense strat- 


and now, with 49 seconds 


egy and a 3-3-4 or 3-2-5 formation. By 
increasing your striker power, you'll have a 
better chance at driving the ball to the goal 


after your free kick. 


England may have brought soccer to the world, but Scotland is poised to steal the game 
away from the limeys. The “Battle of Britain” reignites the teams’ longstanding rivalry, and, 
in this round of the feud, the English are about to win. The 

war has wound down to its final minute-and-a-half, and 

it’s your turn, with a free kick, to lead the Scots on a strike 

to undo a two-point deficit. 


= 
= 
= 
= 
S 
of 
an 
>» 


' Help the Scots save face by scoring 


with the free kick. Before taking LY ‘ 5 
Be shotyholvever, arrange ISS..64 offers eight strategies 


" your teaminto a 2-4-4 or 2-3-5 (. for your ‘team, to ; execute, 


_ formation and scrimmage with ‘including Center’ Attack, Off- 
an All-Offense or Side Attack ide Ti Z d 
' strategy. Set the dead ball back side * Trap, Zone’ Press, ani 

into play by lobbing it to the middle * Counterattack. Some of the 


of the penalty box’s 18-yard line. . i f 
Quickly speed a teammate to inter- meee effective styategies 
include All-Offense, 


Cept the ball, then head or vol- / . 
ley it into the goal. aS 7-8 which charges your 
a A s [E team toward the ‘ 
fe Ade 


goal; Side Attack, in 
which your wings 
flank the. . field, 
te while the | striker 
= Fi runs the middle; All 
, 4 Defense to protect 
East Meets West your goal; and Press 
Up, in which retali- 
Mexico outranks Japan by more than 10 a ating players charge 
points in both offensive and defensive : z the: ‘offense into 
yay Power. The score is 1-2 in favor “retreat. ; 
Of Mexico, but Japan has just 
begun to storm back with 
its second wind. Captaining the 
underdogs, you have over 
three-and-a-half | minutes 
to turn the tides in 
Japan’s favor. 
The | Mexican 
team’s made up 
of formidable players, so assign your best 
men tormark the most dangerous strikers. 


Mexico may have a superior offense and defense, 
but you can even the odds by arranging an All- 
Offense attack and a 4-2-4 formation. With your 
halfbacks playing both offensively and defensively, 
the formation evenly bolsters your field coverage by 
providing essentially six defenders and six of fend- 
ers. For your free kick, pass left, then shoot for the 
goal's far post or lob the ball to an open forward 


a SS 


é@) At thewaistSe ond rare ° 
@ damm 


Nigeria is putting Argentina’s reputation on the line. Ranked an 
| unlucky 13 notches below the hotshot Argentine team, the Nigerian 
team has managed to counter its opposition’s every move. The African 
team’s “efforts have tied 
the match up, and, in a 
mad rush, a_ harried 
Argentine player fouls up 


a Nigerian. The resulting 
free kick’s your chance to 
conquer Argentina, and 
with only 12 seconds left, 
you'll have to be the 
perfect striker. 


Steal the win by setting up an 

. All-Offense strategy and a 3-3-4 

RS ke Ue eee aN as iP aeeeS | formation. Pass the bale oe 

é q lone forward waiting in front o the pert ty a quickly es, th 

oi Ma e Your ¥ takes his shot, he may be able to knock the ball past the goalie. ifthe shots 

nf Mark \n deflected or intercepted by the goalie, you'll have four strikers in formation 
a ready to steal the ball. 


| To prevent shotshot~ opponents 
, from stealing the ball or running 
freely across. the field, assign a 
layer to mark them. By compar- 
ing team rosters, you.can strate- | Neither Portugal nor Turkey has been able to 
 Bically cover your opponent with |< score in this somewhat even matchup. With less 
he player whose talents are best . . than a minute to break the goose egg in the 13th 


Scenario, the dominant Portuguese team earns a 
corner kick. Fortunately for Portugal, its players 


still have plenty of energy for a team this deep 
into a game. Scoring from the set piece will def- 
initely revitalize both their energy and spirits. 


DASH Goalfront 
Buttun™ Fmn Cho 


Gisuttun—Arrow 
a un ON? OFF 
} 

! 
| 
li 


orral your team into a 3-3-4 formation and 
hit the Down C Button (Dash) to realign the 
Strikers who are stationed around the goal. 
When the Turks aren't marking your players, 


center of the 18-yard line—he can head or 

Volley the ball into the goal. If he misses, 
harge, because the chaos can confuse 

iyour opponents into sinking the ball into 
heir own goal. 


wiNiEN00 POWER 
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In the only six-star Scenario, ISS 64’s toughest soc- 
cer situation pits your Dutch team against the 
English. Holland trails by three points, and, with 
less than a minute-and-a-half left, there’s barely 
enough time to catch up (let alone catch your 
breath). England just kicked the ball out of bounds, 
and your throw-in could bring Holland a step clos- 
er to stomping past England. To score three more 
goals, however, will be an uphill stomp. 


& 


T.Adams 


To score big in the final sec- 
onds, you'll have to boost up 
your offense. Push your 

eam into the front zone, 


dash into the penalty box. 
Pass to a striker who can head 
the ball down into the goal or 
try shooting the ball into the 
‘orner of the goal. 


#16 


In real life, Brazil has competed in more World Cup finals than any, other team. 
Currently, Brazil is the best soccer team in the world, and ISS 64 has fittingly souped 


up the superstars to reflect their profi- 
ciency. Overcome by the best, the 
U.S. players are down by three, but 
their corner kick can narrow the gap 
to earn them bragging rights. 


rir {|} aR Bs 


ysen Charlton 


‘Ficld of’ 
“Schemes 


To” break through — ‘your 

d opponents’ cleverly orches- 
trated tactics, you'll have to 

fine-tune your strategies. 

“Whip “your entire’ team 
into shape with any of, the 

‘16 tactical _ formations, 

move_ individ- 

ual. players to 

place them in 

an unguarded 

sweet spot, or 

focus on a spe- 

cific’ zone .to 

* shift your. line 

of; fullbacks, 

halfbacks: and 


) forwards. 


goal box, then volley 
itinto the corner of 


< 
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I eyez! NOAAmy‘tere, telling you ab@ue 
|B the latest devélOpments in the wid n’ 
wooly world of Nintendo Power Source at 
www.nintendo.com! Since we signed off fr6m America Online 
earlier this year: we’ve added tons of new stuff to our Web 
: site. An E-Z search engine in our 
Classified Information Code Bank 
makes finding cheats and tricks a snap. 
Huge, detailed strategy, sections help 
you master your favorite N64 game. Oh, 
and then there’s live chat, hosted by 
yours truly and my able pal, NOATravis! 
We’re always improving and upgrading 
our Cit0, too. So bine on over to www.nintendo.com. You can 
even drop us a line and tell us what you think. It’s as easy as 
clicking a mouse! 
©) wnrenvo power 


Product Lab 


Newsroom 


where it's OK to bash your way 


through closed doors without knocking! For the latest product info, enter the Product Lab. The Newsroomis your inside source 
for news you can use. If you want to contact yours truly, push your way into Nintendo Headquarters! Clicking on the game icons 


NEWSROOM 


After logging on, | always. stride confi- 
dently through this convenient door on 
Nintendo Power Source’s home page! 
Here 1 can check out in-depth game pre- 
views, exclusive interviews with today’s 
hottest developers, and the latest devel- 
opments in Nintendo's game-playing 
technology. Not long ago | gazed Jong- 
ingly on more than 20 séreen 

shots of Zelda 64, 


obtained 
straight from Shigeru are 

Miyamoto’s development team in Japan. 
Another in-depth article clued me in-on 
the latest news on the Nintendo 64 Disk 
Drive. Before leaving, | cast my brown 
eyes on, a trunkload of. screens, maps 
and development art for Lamborghini 
64. Those ace reporters 


will whisk you away to strategy guides and reviews. As for that fearsome guy running the elevator, he's your escort to Power 
Source’s world-famous Loud House. Going down, anyone? 


in the - 


Newsroom 
had ‘em, 
even though 


ft First, [pour myself a hearty beverage. Cool in the 
summer, warm in the winter! 

2 | Next, | turn on the computer. It's a lot easier than get- 

— ting my ‘78 Mustang Cobra to start on a cold morning! 

|3 | While it boots up, | warm up my mouse finger. Flex in, 

the game flex out. Flex in, flex out. Point! 

Deer ese St ~ 9) 4 }pblaunch my Internet browser and log onto my Internet 

sched- Service Provider. (See Amy’s Online Defined on the 

hi next page for info about providers.) If youhave a 

uled to hit commercial on-line service like America Online, you 

store shelves canuse its own browser. 

until this fall. Talk |5 |.In the Web address screen, | type http://wwwunin- 

about a scoop} 


endo.com and hit Return. Tricky, huh? 
[6) 
COOL CONTESTS 


Voila! I've Janded feet-first on the most glorious gam- 
ing center on the Web! Now it's time to start clicking! 

They're here, Stheyére there, they’re 
everywhere! After logging on, | like to 


check the main screen and then the 
Loud House for hot new contests. For 
Blast Corps, forsexample, entrants had 
to guess which UIS. "cities the dreaded 
runaway carrier would threaten! (It was 
all pretend, natch.) To eélebrate the leg- 
endary Game & Watch Gallenyfor Game 
Boy, there was a short but tricky trivia 
contest. On the simple. side; 1 recently 
ran across a Loud House..contest in 
which you just had to enter your e-mail 
Name and hit Return. It was a contest so 
simple, even Trav could enter it! 


ASK DAN, THE 
ANSWER MAN 


This shimmering TV screen is your route 
to the only _ ws eg 


full-time Webspondent 
whose “Voice can 
actually be heard on 
Nintendo games! Yep, 
Dan Owsen lent his 
golden throat to Super 
Metroid and the origi- 
nal Star Fox. Dan's also put in long hours 
with Shigeru Miyamoto and Rare, help- 
ing to perfect your favorite games. With 
experience like that, there’s no doubt that 
Dan is the Web’s number one source for 
straight Nintendo news. Andenow you 
can ask Dan anything you want. Got a 
question about the Rumble Pak, an 
upcoming game, or a wild rumor you've 
heardabout Luigijin Super Mario 642 E- 
mailit to/DanHe’s your man! 


Can't decide which color 
you want for your Game | 
Boy Pocket? Take our quick 

Pocket Persona Quiz! 
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| ‘PRODUCT LAB 


Don’t let Bowser’s mean mu@»SCare’ you. 
Shove through his “door on Power 


Source’s home page. You'll find yourself 


in the Produet Lab, the Web’s top spot 

for info’ @A¥Nihtendo games and sys- 
tems! ThesProduct Lab has detailed 
reviews on almost every new game for 
a Nintendo system, complete with 
screen shots. You'll find pages of tech- 
nical specs on the N64, Game Boy and 
Super NES. Our store cafriesesweatshirts, 
CDs and other great Nintendo gear. You 
can even subscribe to my all-time favorite 
| magazine: Nintendo Power! 


STRATEGY! 
STRATEGY! 
STRATEGY! 


| love these gor- 
geous guides to 
Nintendo games. No 
more of that text-only 
stuff America Online! 
Recently | feasted my eyes on 
www.nintendo.com’s huge Blast Corps 
guide. It’s jam-packed with dozens of big 
| maps and vehicle pics, plus blow-by- 
| blow directions for mastering each stage 
| as well as detailed specifications on each 
| of the yehicles! Power Source strategy 
guides often come with lists of Frequently 
Asked Questions (FAQs). Hot links make 
it easy to find the precise bit of intelli- 
gence you're looking for. Whether you’re 
playing a game for the very first time or 
are an old pro, Nintendo Power Source 
provides the most comprehensive game- 
playing info on the Web! 


on 


Not long ago, I thought a GIF was what you got for your birthday! 
Now, though, I can talk like areal Webhead - or atd@aStper, fake 
it. Check out my convenient list of Internet terms} 


© wren Power 


Bookmark-A list of your favorite 
Web sites. www.nintendo.com is at the 


top of my list! 


SRB 


~Be Right Back. Use this in chat 
when you gotta go let your dog in! 


ystSMMBSpecial software used for 
surfing th@tNet“Netscape and Microsoft 
Interfet gBxplorer are two examplese 
Online with _ its 


America comes 


own browser! 


STARFOX64.COM 


Star 
the 


Fox 64@is “such a great game, 
Nintendo’ Power Source team 
wanted to dedi- 

cate an entire 
site to At! 

The result: 

www.star- 
fox64.com. 
IF fo} x 
McCloud’s 
legions of fans 
should surf straight to this 

stellar “site. It’s packed with 

contests, strategy tips; vehicle info and 
screen shots. The pros at Nintendo Power 
Source have posted exclusive 
developer interviews and plenty more 
information on@the making of this hot 
game. Oh, andidid | mention that is has 
the Web’s meaneéstanimation of Andross, 
Fox McCloud’s archenémy? We're proud 
that www.starfox64.com is Nintendo’s 
first site dedicated to one game. In the 
future, you can look for- 


also 


ward to exclu- 
sive Web sites 
dedicated 
upcoming hot 
Nintendo 


to 


games! 


Don’t let Fulgore 
scare you. Hop in 


Frame ~A kewl wa¥pic-atrange a Web 


site to make it easier to maneuver 
around. Nintendo Power Source typi- 
cally loads articles in a big frame, while 
ftaining navigational info in one or 


twosmaller frames. 


» -Graphics Interchange Format. A 
special format for pictures ae. gidphics 
that you can see on the Web, Great for 
making simple animations! 


 propuct INFO 


GAME LIST 


POCKET 


persona autz 


EXPERT 
CHALLENGE 


You'll 
find a treasure trove of game tips, codes, 
downloads and all-around great info. 


basement. 


Send a private message to a fellow Star 
Fox 64 freak via the Message Center, or 
use the brand-new bulletin boards to let 
the world know how you can’t wait for 
Zelda 64. Push your way through a side 
door and I'll welcome you 
to a poolside chat party. 
Man, | love this place! 


Whenever I’m answering 


the phones as a 
Nintendo Game 
Counselor and some- 


| “one calls me with a 


tough question, | go 


~~ %.- “straight to Nintendo's 


De reer eeclasiie ins 


the elevator on hoascote house — data- 

Power — Source’s base for the 
© my Eesend 

home page and answer. 


head down to the 


Thanks to the 
of 


the 


magic 


info is now available in the Lou 


the tips and strategies you need to 
conquer the most popular games, 
including every 


released so far. For 


to be a winner, you gotta check — 


out the Loud House FAQs! 


CODE BANK 


Last week | 
mightily 
impressed my 
Wave Race 
64-playing 
friends by 
riding the 
dolphin! How, you 
ask? | just went to the 

Loud House’s Code Bank, typed 
in Wave Race and hit Search. 
“Ride the Dolphin” is just one of 
the thousands of tricks, passwords 
and codes packed into the Web’s 
biggest database for Nintendo 
games. Our code conspirators 
constantly check with developers 
and Nintendo’s army of game 
testers for the latest an t 
secrets. Whether it’s a classie NES 
game or the newest N6 k, if 
there’s a code for it, you'll find it 
in the Code Bank! 


CHAT 

Ahhh, there's nothing better 
lazy summer afternoon than si 
pin' a tall lemonade besidé th 
Loud House Pool and trading 
and chuckles with my on-line 
buddi hen | get the urge, | 
can Baton off the High 
Dive of sun myself on the Deck. 
But if I’m seeking truly serious 
game chat, | head straight for the 
confines of the Bungalow, § 


Internet, much of that same ok 


HTTP-tThese letters at the beginning of Web 
addresses stand for HyperText Transfer Protocol. 
HTTP manages the transfer of Web pages over 
the Internet. 


Hyper Text-Links that allow you to zip from one 
Web page to another. One hypertext link will take 
you from www.nintendo.com to Nintendo 
of Australia, even though it’s halfway around 


is, private me Sages 
‘ool features make 
chatting here lots more fun than it 
was on America Online! Keeping | 
the clever conversation bubbling 
along is my job. If you're not in 
the mood to chat, though, you 
can just check in, hang out and 
enjoy the show. Nintendo's chat 
is open weekdays 7 to 10 p.m. 
Eastern time, 4 to 7 p.m. Pacific. 
Thanks to the nice ‘n’ easy chat 
software, navigating’ our virtual 
pool party is as easy a off 
a diving board! 


COMING UP! 


Mark your social calendar for 
August 18 through 22. That's 


when we'll be sleepi it under 
the cyber stars ai nnual 
Camp Hyrule. Me and Trav will 


be just two of the cabin 
selors! There will be chats, 
hikes, arts and crafts, b 
from the chef, heck, eve 
raids. We'll announce a $I 
te on at www.nintendo.com! 
neat freak, I’ve always 

h it the Loud House was a bit 


messy. Travis, natch, thi it's ¢ 
way too clean. So we're te 
split the difference and r e 


Loud House. The new name will 
be...ta-da!...Studio 64! We'll keep 
you posted on the changes, so 
check back often! 


the world! 


{SP-Internet Service Provider. ple access 
the Web through one of these companies. 
J/k-Joke. We tell lots in chat! 

ichat -Wanna drop in chat and say Hi? Just 
download this plug-in (see below) and you’re on 
your way! 

JPEG-Joint Photographic Expert ut 
nobody says that! Pronounced “Jay— other 
format for Web pictures. Most hots 
are JPEGs. 

Kbps-kKilobits per second. The bigger this num- 
ber, the faster your Internet connection. Most 
modems today run at 28.8Kbps or faster. 


ou) special piece of software that you add 


to you browser for special, cool abilities. The 
Ichat plug-in lets you join in our daily chats. 
Server ~A computer that’s home to a Web site. 
Nintendo Power e is so busy, we have three! 
Smart, huh2 

L-Short for rm Resource Locator, but | 
just say “Earl”! An URL is a web address. Nintendo 
Power Source’s is http:/www.nintendo.com 


That means 
“Be Right Back”! We gotta hop into 
chat now. Giving you a quick tour of the 
latest and greatest features of www.ninten- 
do.com has been great! But remember, 
changes keep happening fast *n’ furious in the 
on-line world. Check www.nintendo.com daily 
for news updates, product announcements, hot 
new contests and more. And you can always 
drop us an e-mail to let us know what you think! 
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"Greetings Mortal, are you ready to die?" Korak laughs at 

you. Actually, you're ready to win, because now you have the 

complete maps for all five areas in this diabolically complexe 

maze, plus tips for foiling every trap. As you read on, note 
the color of each numbered step—all the maps are color 

coded. For example, since Step 1 is green, you need 

to follow the green Seven Portals Map until you { 

reach Step 5, which is 

blue, and refers to the 4 

blue 1ce Guardian 

Map. Connect the " ©1995, 1997 Raven Software Inc. All 

colored steps and find your way Rights Reserved. 

out of the darkness and down the 

path to victory. “ 

ra 


REY SUR BE 


Monsters 

started 
pouring out of 
this door the 
moment you 
pulled the switch 
in Step 2. Max out your life bar with Crystal 
Vials, then leap into the middle of the fray. 


( Korak left a nifty 

illusion at the 
beginning of the level to . 
taunt the unwary. Walk into 
_ the image as it begins to fade. 
It's okay if you get that sinking 
feeling-you're on an elevator 
leading into a courtyard. 


You can mess around 
and fight Ettins in the 
ort courtyard, but eventually 

you'll realize that the monsters 


” = are regenerating. Go to the 
* right side of the courtyard and 

a pull the switch, then grab the 
on sf weapon power-up at Step 2a. 
ss” 


ae 
@ “wwrenvo power 


HEXEN @ 


After you defeat the monsters, 
é grab the Blue Mana and take 
the elevator up to the portal to the 
Guardian of Ice. 


Now you're chillin'--defeat Icons 
the two Ettins and cau- 


tiously make your way to Step 6. 


Yikes! The floor just 

sank ten feet. Retreat 
backwards up the staircase 
and defeat all the Ettins 
from a safe distance. 


Grab the Amulet at 

Step 7 and pull the 
lever. Look closely at the 
floor and you'll see a reflec- 
tion of a sword. Stand on the a 
spot where the sword is (>) Pull the switch here. & ) aS 
pointing. Now: spin around w 
and destroy the Serpent that 
is sneaking up behind you. 
Grab a few Crystal Vials to 
recharge your life, then 
walk through the door lead- Leap across the lava 
ing to Step 10. and defeat the pesky 
flock of Afrits flapping around 
in the next room. Ettins can't 
climb these stairs. Remain on 
the steps and blast all of them 
from a distance. 


You're getting warmer. 
Avoid stepping into the 
rising lava ahead of you. 


Pull the switch at 
point K. You've solved 
a third of the complicated 
puzzle in Seven Portals. 


Another door is now 6Te) Walk into the portal The room is filling up with 
open in Seven “and find Step 11 on the monsters again. Collect 
Portals. Go to Step 9. Fire Guardian Map. the Shield and clear the 


chamber. 
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Remain on the stairs until 
you've defeated all of the 
Ettins in the room. These acro- 
phobic creatures can’t climb past 
the first step. Collect the remaining 
Blue Mana and walk to Step 15. 


ncaa 
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Pull the switch here to 
open the door at Step 


. : fy : i} 17. Now return to Step 17. 
ae) * 
@ gauaRe:s 
wwe 3 “if 


d5 It’s time to save your game. ] : @g 

Sprint as fast as you can and ee 
leap for the ledge at Step 17. Now 
jump for the thin ledge that runs 


the entire length of the chamber’s 


left wall. 
to the portal at Step 11. 


ee mane 
Cr wf 


tam 8 
Check your health status, 
then go to the open door 


on the lower right side of the 
courtyard. 


Defeat the roving Ettins 

and Afrits and pull the 
switch here. Turn around and 
wipe out the Serpent sneaking 
up behind you. 


Collect the Mana and 
the Quartz Flasks, then 
step through the Steel portal. 


@) Nwrenvo power 


Defeat the Afrits before 
you inch along the ledge. 
Take the Flame Mask and return 


2{) Welcome to the 

realm of the 
Guardian of Steel. 
Slowly make your way 
up the stairs, defeating 
each Ettin and Centaur 
waiting to ambush you. 
Maintain your distance 
from the foes and 
defeat them before they 
can reach you. 


#7 There is a hid- 
22 den door in the 
corner of this room. 
Defeat the Serpent 
through the narrow 
wall slot before you 
open the door. 


Se CEN 
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Icons 
Blue Mana 


@ Green Flask 


Pink Flask 


Combined 
¥ Mana 


W Green Mana 


@ Hunt down and elimi- 
nate all the Serpents, 
Centaurs and Ettins wandering 
the corridors. Return to this 
elevator door, defeat the Ser- 
pent, and sink to a new low. 


Grab the Mesh Armor 

and pull the chain 
switch. Eliminate the Ser-pents 
locked in the adjacent chamber 
or they'll find you and even the 
score later in the game. 


@5) 26) After you pull the chain switch, make your 
way back to the portal at Step 21. Take your 


time and verify that you've eliminated all the loitering mon- 
sters. This will save you trouble later. 


@p 28) Hey, who let 


all the mon- 
sters out? These Ettins, Afrits 
and Serpents are pouring 
from the open door at Step 
28. Exterminate all of them 
before proceeding to Step 29. 


@9) Those gray creatures 
shooting ice balls at 


you are called Wendigos. 
Fall back and destroy them 
one at a time or you 
won't survive this nasty 
snowball fight. 


What's up with the 

shiny spots on the 
floor? If you step on one, 
you'll end up as artwork on 
the ceiling. Press Down on 
the direction pad to see the 
entire floor, then steer 
around the bright spots. 


, Those mean Wen- 

digos are materializ- 

ing right out of the walls. 

Stand on the stairs and take 

them out from a distance, 

then walk directly ahead and 
jump through the portal. 


@2) ao Welcome back to 


the realm of the 
Ice Guardian. This chamber looks 
empty, but there are several Ettins 
wandering around in the nearby 
passages. Dispose of all the Ettins 
now or they'll haunt you later in 
the level. Hit the switch at 
Step 33. 


ez It’s time to test your jumping 
skills. Point the directional 
pad down until you can see the 
ground in front of you. Now jump 
across the blocks of ice and rock 
until you've collected the Mystic Urn 
and Torches. If you fall you'll have to 
endure the criticism of the crowd of 
Ettins watching your performance. 


65) How is your health meter? 
You'll need your strength 
before you run through the trap 
in this room. Don’t bother 
trying to collect the Crystal Vials— 
they’re used as bait to keep 
you exposed to the shards of ice 
shooting in all directions. 


= 
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Bé) Even if you thought you cleared out 
all of the Ettins, there’s still one 


waiting for you here. Take him out 
and replenish your life meter. 
There’s a huge battle waiting for 
you at the top of the stairs. 


37) Pull the Gy 

switch on 
the wall and jump 
into the room. Try to work your way 
into a corner and take the Ettins out 
from a distance. Grab the Amulet of 42 43 You're back at Step 8. 
Warding after you eliminate the foes. Take the stairs up to Step 
42, Grab the Dragonskin Bracers and 
pull the switch. Now walk to the portal 
at Step 43. 


Last time you were here 
you didn’t have the Flame 
Mask. Open the door where the 


sword is pointing, defeat the mon- 
sters, and use the mask to get the 
Fire Key. 


You're halfway through the stage! Now you're in the 
Fire Guardian area. Use the Flame Key at Step 44, 
defeat the Ettins, hit the switch, ride the elevator and defeat the 


foes in the lower chamber. Go to Step 45 and repeat the same process 
B You can now enter this until all the enemies are destroyed and you're at Step 46. 


chamber, but you’d better 
have your best weapon equipped. >) Ride to the top of the hy CRI ag 


Smash the wandering Wendigos elevator at Step 47, 
before crossing the shifting floor. take the Chaos Device and 
’ ~@ The broken floor will mysteriously turn around and jump into the | 
@] restore itself in a few minutes. teleporter. Pull the switch to raise 
the stairs at the Seven Portals, then @ 


touch the star emblem on the wall to 


40 Pull the switch at Step 40 and watch the floor warp all the way back to Seven 
shift again. Don’t get crushed by the ice! Take the Portals. Max out your health gauge. 


Steel Key at Step 41, defeat the 
tins | GO GD Walk out into the courtyard 


Ettins and work your way 
across the crevasses to the and climb the new stairs up to 
portal near Step 7. 62 Step 51. Pull both of the switches 
Stas ; q here. One opens a door in the realm of 
a ER the Guardian of Ice and the other opens the 
door to Step 52. Pull the switch at Step 52 
and enter the portal. 


@) nwrenvo power ; 


W Blue Mana 
@ Green Flask 


@ Pink Flask 


Combiried 
Mana 


W Green Mana 


(GB) You're back 

in the realm 
of the Steel Guar- 
dian. Stand in the 
alcove off the hall- 
way and defeat the 
Ettins wandering in 
your direction. 


G4 Centaurs will use their 


shields to block your attacks. 
Try hitting them and retreating a 
step, then wait for them to drop 
their shield and hit them again. 
Distance is the best armor here. 


65) Use the Steel Key on the 
door and take out the 


Serpent waiting for you on the 
elevator. Drop down the elevator 
and flip the switch at Step 56. 


(GG) Pull the chain and raise 
: the stairs in the Seven 
Portals, then go back upstairs and 
flip the switch at Step 54. Guess 
what? Now you have to go all the 
way back downstairs to Step 57. 


A Collect the Banishment 
( 

SD Device and pull the chain 
on the wall. You’re outta here. 
Go to the portal. 


YE 


6O) Watch out you’re 


being stalked by 
Afrits the moment you 
step out of the portal. 
Destroy the — flying 
fiends before picking a 
fight with the packs 
of Ettins. 


The switch opened a 
portal above Step 62. If 
you enter the portal, you'll 
arrive at Step 63 in the Realm 


of the Fire Guardian. 


( Ss) From Step 58, 
=e go to the court- 
9) yard and climb 
~ the new stair- 
way to Step 59. Pull both of 
the switches here, then make 
your way to the portal leading to the Ice Guardian area at 
Step 4. Max out your life gauge and prepare for battle. 


After the cham- 
ber is clear of 
Afrits, pull the 
chain on the 
switch at Step 
61. There is a 
gap across a 
bubbling pool 
of lava to a 
chamber and a 
switch at Step 


62. Make a running leap 


and pull the switch. 
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A walkway will rise from the 

lava when you trip the trap. 
Leap to the center of the room, flip 
the switch to solve half of the puz- 
zle, then exit the Fire Guardian 
Realm at Step 11. 


When you return to Seven 

Portals, go to Step 4 and warp 
back into the chilly Realm of the Ice 
Guardian. You'll arrive at Step 5. 
Walk up and sprint through the trap 
at Step 66. 


€DEB) You flee from one trap and end up 


stuck in another. Hit the switch and 
defeat the Centaurs as quickly as possible. You'll 
have to dodge the darts as best you can, but the 
Centaurs are your ticket to safety—the chamber 
doors won't open until the Centaurs are gone. 
After the battle, heal up and go to the portal at 
Step 68. You're automatically warped to the 
Realm of the Steel Guardian. 


69) You just dropped into the mother of all 

Wendigo wars. The first duo is just a 
warm-up act. Run to one of the corners where 
you see a hole and wait for the floor to sink. 
Jump in the hole and work your way up either 
location marked as Step 70. 


ZO CAD) The iron 
floors and 
ceilings in this room 
smash together like 
pounding pistons. Care- 
fully make your way 
through the metal maze 
mayhem to the switch at 
Step 71. Pulling the 
chain on the switch 
won't stop the moving 
floors, but it. will give 
you access to Step 72. 


@) swreno power 


Inch along the chamber 
ledge until you're almost to 
Step 64. The darker wall is a trap 
that will push anything off the 
ledge. Carefully trip the trap then 
quickly retreat backwards. 


J?) Clear out the Centaurs guarding the Torch 
“= before you leap to the center of the Realm of 
the Steel Guardian. When you grab the Torch, you'll 
receive a message 
proclaiming “Stones 
grind on the Seven 
Portals.” Take either 
elevator downstairs 
to Step 73. 


A steel door will open here and you'll see 
“<= the portal. If you defeated the Serpents way 
back on Step 24, 
you won't have any 
problems finishing 
off the Ettins and 
reaching the portal. 


CZ) Those grinding stones at the Seven Portals 


Crucible is open. 
This is a_ secret 
area—the most 
dangerous maze in 
the stage. Defeat 
the monsters loiter- 
ing around here and 
enter the crucible. 


Pick up the Disc of Repulsion, but don’t use it unless you’re sur- 
rounded. Defeat the Afrits, then leap to the platform floating on the 
green slime. The green slime isn’t toxic, but the Stalkers swimming in it are 
very lethal. Ride the left elevator out of the muck, and clear out the 
Serpents on the ledge. 


indicate that the watery way to Bright 


Z6) Ride the elevator up to this ledge and defeat the Serpent 
guarding the Amulet of Warding. Centaurs are waiting 
for you just around the corner, so replenish your health gauge 
with a couple of Quartz Flasks. Keep moving to avoid the 
annoying fireballs from the Serpent sentries in the distance. 


QD That pounding heart- 
beat you hear is actu- 
ally a room filled with fireball 
traps. You can disable the 
trap when you grab the Heart 
of D’Sparil. You'll find it 
glowing on a pedestal just 
above Step 77. Now that you 
have the Heart, destroy the 
Serpents in the room and 
work your way up to the 
tower at Step 78. 


You had to run and swim through the 

chaotic landscape, but at least you 
made it here in one piece. Put on this Mesh 
Armor—you'll need it to survive the corri- 
dors leading to Step 79. 


(£2) Use your remaining green 
Flechettes on the squads of 


Ettins roving the halls. When you 
reach the room at Step 79, run up to 
the pedestal and place the Heart of 
D’Sparil. Now head for the stone 
stairway that just materialized near 
Step 80. 


6O The narrow stairway leading 

up to Step 80 is an ideal loca- 
tion to set up a trap. The Serpents 
must file down the stairs one at a 
time to get you. After you destroy the 
Serpents, go to Step 80 and claim the 
Icon of Defender. Now head back 
into the swamp. 


The Stalkers lurking in the green slime aren’t 

hard to defeat, but you'll have to wait for 
them to attack you before you 
can harm them. Make your 
way down the twisting canyon 
to the portal waiting to take 
you back to Seven Portals. 


Your days at Seven 


Portals are coming 
to an end. It’s time to 
move on to new adven- 
tures. Carefully approach 
the cages at Step 83, but 
defeat all of the monsters 
before you release the gate 
switch chain. 


Before you leave, you'll 

find a piece of your ulti- 
mate weapon. The name of the 
weapon depends on which char- 
acter class you selected. You'll 
find more pieces in other stages in 
the game. 


CO If you're 

one of those 
players who insist on col- 
lecting everything, you'll 
want to lock your 
gauntlets around this pair 
of Wings of Wraith. The 
trick is to make a running 
leap to the small ledge at 
Step 85. You'll earn your 
wings after you clear out 
the Serpents waiting for 
you. Use the wings to 
explore the rest of 
the regions surrounding 
Seven Portals. 


SHADOW WOOD BECKONS 


The gates of Seven Portals are open. You have passed the 
tests of fire, ice and steel, but there is much work to be done 
before the land is free of Korak and his heinous hordes. 
Now you must find the six plates that unlock the silver door 
in Shadow Wood. As you walk, Korak appears and taunts 
you again. One day, if you keep your wits about you, you'll 
hunt him down and get the last laugh. 
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Seven new, explosive stages open up 
in the expert level of Blast Corps. 
The runaway nuclear carrier is as 
unstable as ever, and you have more 
ground to cover (and pulverize) to create safe 
passage for the transport. Three new bonus 
areas lurk on the horizon, and, in the sky, the 
entire galaxy beckons you. Four planets and 
the moon become the team’s playground after 
you've located all of the RUD’s the six scien- 
tists, won gold medals in every earth stage, and 
saved the space shuttle from a crash landing. If 
you make a big bang in outer space to win 
interplanetary gold, you'll face Time Attack 
Mode, in which you must shatter speed records 
to claim the platinum medal. 


(RVSTAT DP 


ir bonus areas, 
the master 


START POINT 


Blast from the past: In Volume 
95, we covered the first stage, 
Simian Acres. Now, in the expert 
4 level, the map has explosively 
expanded. 


© 1997 Nintendo/Rare. Game by Rare. 


BLAST CORPS ~ 


@ 
me 2 “3 


The Ballista cycle and 
the Cyclone Suit are 
the only two Blast 
Corps demolishers you 
have at your disposal. Whether the sleepy little hamlet is to 
be or not to be depends on how soon you can storm into the 
Cyclone Suit to start clearing a path for the runaway 
nuclear carrier. It’s easier to do a bang-up cleaning job 
in the Cyclone Suit, so immediately cycle the 
Ballista to the farmhouse at the A on the map, 
then launch a missile at the building’s right 
front corner. When the smoke clears, you'll 
find the outfit. Park the Ballista, try on 
the suit, then tumble through the town 
to plow down a roadway to clear out the 
hazards that obstruct the danger zone. 
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@ Raze the building to the 

right of the train cross- the tiny outhouse toi- holed up inside the 


ing to add the Cyclone Suit let at B. Knock it down, stables, but a friendly cow 
to your wardrobe. and you'll flush out $10. pokes around there, too. 


2 y 
® Head for a pit stop at © Not only are survivors 


The Backlash 
is one. of 
the toughest 
vehicles to mas- : 3 
ter, so you'd better be SS z Drive over the mounds 
pets in dump truck ® Raminto the gaso- Re es 
lemolition if you want to él ie pune Whenit Backlash through an 
keep Angel City from blowing sky high. To Bromsitsexplasinn vill entire building. : 
maximize your wrecking power, spin out completely obliterate the —< 
so that you're at least parallel to the service statio! f 
building you're targeting when you 
smack into it. Keep the e 
momentum rolling, 
too—while it can 
be your undo- 
ing as it spins 
you out of control, 
it can also advanta- 
geously help you tear 
down city blocks in a single 
power skid. 


From the ledge overlooking A, blast the crates block- 
ing the Ramdozer. Run over and man its controls to 
bulldoze the stretch of crates in the carrier’s way. Park 


on the dock by the crane. Set the crane’s platform on the 
dock, then doze TNT onto the platform. Lower the TN1 
onto the middle of the bridge blockade, then drive the 
Ramdozer across the bridge. Destroy Building C, fil 
its hole with the diamond block, then fill the 
other holes. Bridge the carrier’s path with the 
barges, then park the dozer on the first 
barge and captain it to the left. Load 


TNT to the barge, sail back, Save the diamond block to plug 
Pieer earner cue ete © the hole under Building C. If you 
then plow TNT into the last — useit elsewhere, you won't be able 


building by the goal. toreach the other blocks. é 


Don't waste time with the 
Ballista. Use it only to 

blow up the crates blocking 

the much quicker Ramdozer. 


®) Incase you don’t blow up 
the entire blockade the 
first time around, load two 
TNT units on the crane so 
you'll have a second chance. 


©) Park the dozer by 
the second barge, 
then run to the third barge 
and pilot it. Cross the 
bridge, move the second 
barge, then drive the 
dozer to the first barge 
and sail off for the TNT. 


As rugged as it may seem, the 
Backlash dump truck is actually 
unable to generate enough power 
to drive across the train tracks that 


divide Diamond Sands in half. When you ram one of the 

The houses at A narrow shelters sitting on top of the tracks, only the half of the 

fia Baeity tovamaha shel building on your side of the railroad will crumble 

5 To create more spin-out Fer into dust. To destroy the other half, venture 

demolish the houses. 40 through the underpass to cross the tracks and 

: f finish the job from the other side. Continue 

weaving back and forth across the 

tracks to destroy the line of shelters. 

f you destroy the two blue gas 

a" . tanks, the entire second shel- 

Bilahnside of Baldi ter will explode into 

ft side of it oblivion. To raze 

M ‘ 2 Building B, smash 

crates of TNT 
into it. 


If you get that sense of déja vu, it’s because 


Obsidian Mile is the sister city of Angel City. — 

Twin sister, in fact. The main difference is that 
Obsidian Mile rivals its almost-identical sibling by 

forcing you to wear the Cyclone Suit to save the city from the mother of 
all destruction. Quickly tumble up some edifice wrecks by approach- 
ing the buildings from their sides and pulverizing them length- 
wise—your momentum should speed you through most or all of 
the building. As in Angel City, crush the gas pump to destroy 
the service station in a single blow. 


v9 OGNILNIN 


Onsite vyen a 
‘Ss 


ew 


Saf: 


= 


*s 


@) Devise your attackby (B) You'll keep tumbling 

surveying the danger after rolling through 
zonein Missile View mode —_a building, so efficiently 
(press the lower C Button). plow straight through B. 


Al 


aboard! Pilot the train across the pass and station it at the 
anding near A. Drive the Skyfall dune buggy off the 
flatbed and down the quicker path, A. Right before 

you spill into the pothole, fire up your turbo boost to 
rocket your buggy off the cliff. Down in the valley, build 
up speed and power by driving off the ridges to knock 
down the buildings with smashing success. Once 
Area B is cleared, race down the road to the 
Ramdozer. Hop in and mow down the rest of 
the danger zone, then scoot the four blocks 
into the four holes. 


B) 5680521, 


I 
@ From the train, navigate the Skyfall through Path A on 
your left. If you vie for the other path, you'll 
have to work much faster to demolish the buildings. N 


j ® The Skyfall 
packs the 
most punch when 
it pounces onits 
targets. Power- 
fully launch the 
dune buggy into 
buildings by turbo 
boosting out of 
the pits. 


© To reach the Custom Van, push 
the block in C across the road 
to plug the hole in the tunnel. 


The Backlash once again rears its dumper 
to demolish a thor are for the nuclear transport. If 
you thought the dump truck was unwieldy enough, the 
terrain of Glory Crossing makes maneuvering an even 
tougher task. The truck can gain enough ed to spin out 
only when it is on a road or smooth surface. However, 
most of the danger zone is blanketed in grass. If you 

need to whip the vehicle into some off-road slid - 5 
begin the spin on a suitable surface-momentum ® aoe ee 
will keep the Backlash spinning even if its target. If you wait too long, 
wheels skid onto the grass. you'll make little impact. 


=* 
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® For quick demolition, swing i 

the Backlash. You can spin out only on smooth areas, 
so, whenever possible, try to squeeze in a dump 
truck donut. 


© After finding 
the last scien- 
tist, your team will 
be ready to con- 
quer the bonus 
areas and, soon, 
the entire galaxy. 


Until you win the gold medal in the three 
new bonus areas, the nuclear threat will 
still be on the loose. 


GOLD 2:00 
my Upon entering Gibbon’s Gate, you'll come down 
INNES with amacute case of Pac-Man fever. To gobble 
= up a win, find all the RDUs before the renegade 
bulldozers intercept you. As you navigate through the maze, 
the wandering dozers eventually unite into a herd. The pack 
will break up, however, if your path zigzags too much. 


| ®) DARK HEARTLAND sGoLD 1:30 


zt 


Use your missiles wisely, since the Ballista’s power to ram 11 
buildings is weak. The prime buildings toramare the | °*"* 
Cie, tenement topped with the billboard and its neigh- 
boring complexes. Give your cycle’s ramming power in 
a boost by speeding over the ruts in the patch of E Po : 
rocky ground adjacent to the apartments. i (3 


FALCHION FIELD GOLD oo:30 


a So ft ea Study the map of Ember Hamlet, because Falchion 
Field mirrors its landscape. From your starting point, 
fly toward the bottom of the screen to destroy the 

gas plant. Follow the train tracks to stomp the second 
gas plant, then fly toward the L-shaped building to destroy the 
other plants located about the residential area of the town. 


You're. stuck 

on». earth 

until you des- 

troy every building 
and find all the RDUs, 
survivors and the six 
scientists. You’d think 


the brainiacs would be holed up in logical 
places, but they’re not, so consult the red box 
if you need help locating them. Once you’ve met 
the scientists and fulfilled the objectives to 


“ 


win all the gold 
medals, your mission 
will switch to clearing 
a runway the 
space shuttle. 


Move the block on the left road 
toaccess the ramp. Walk 
down, bulldoze the TNT to 
blast open the door, then drive 
the train, At the flashing light, 
get out and patrol the maze. 


Dynamite the tunnel, then tran- 
sport the dozer to the depot 
and bulldoze it. Drive the train 
back with the dozer and TNT. 
Dynamite the statue, then fly 
the J-Bomb to the inlet. 


Skim the right ridge until you 
find the Ramdozer. Doze to the 
crane and use it to transport 
the dozer across the overpass. 
Dynamite the blockade and nav- 
igate through the maze. 


Head right and blast the middle 
of the large lighted building to 
expose a ramp. Up top, you ll 
find the scientist behind the 
rock wall to the right of the 
Communication Point. 


Drive the Backlash dump truck 
through Glory Crossing’s under- 
ground passage at C. When you 
emerge at the other side of the 
tunnel, you'll find the trailer 
that houses the scientist. 


Blast the barricade blocking 
ChannelD with the TNT you 
find at the end of the first 
barge’s run. Sail the third barge 
toward D until you reach the 
scientist's island residence. 
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fs J VENUS GOLD 3:20 


shuttle, so 
wn the road on 


gl 
‘0 a large building sur- 
‘ounded by TNT. Dynamite 
e building to find 
Thunder-fist, then use 


On Venus, you 

must knock out 
the four clusters of 
buildings that are sta- 
tioned on the planet. 
Use the troughs and 
slopes to boost the 
Back-lash’s skidding 
power. When you start 
sliding, it's difficult to 
regain control, so tap 
the Z Button to brake. 


| BLACKRIDGE WORKS 


MOON GOLD 4:00 
a4 Se 


Without gravity, 

the Backlashis 
easier to handle! The 
trick to lunar roving 
is to rocket off the 
moon's slopes. Whenin . 
orbit, you can steer 
where you want the 
truck to glide. To stop in 
midair, hit the Z Button 
and the truck will plop 
straight down. 


Take the Ramdozer out 


counterclockwise. Nav- 
igate through level ter- 
ain and avoid driving over 


J Attack Mars by 
smashing the 


@ floating silver spheres. 


fe 


N 


EPTUNE GOLD 1:40 


ton air brake comes in 
especially handy, al- 
lowing you to stop and 


In this clock- 

wise-running 
race, the Back-lash is 
prone to floating when 
It drives off of a slope. 
Try to keep your 
wheels on the ground 
or your time will suffer. 
Stick with driving on 
the lowlands, which 
you can distinguish by 
their dark blue color. 


Only after you've won a gold medal in every area you can go for the platinum. When 

you've swept up the gold, the game shifts to Time Attack mode, in which you revis- 

it each level in a race against time. Any master blaster should be able to clear the car- 

rier’s path or complete the bonus objective within the Time Attack’s allotment. To beat 
near-impossible platinum times, however, you'll have to be the fastest blaster. 


ANGEL CITY TIME ATTACK 3:10 PLATINUM 1:35 
To snag a platinum medal, you'll have to be an ultra-efficient dump truck driver. Carefully time your 
spinouts and use the mounds to boost the Backlash so you can ram straight through a building. 


BABOON CATACOMB TIME ATTACK 2:00 PLATINUM 0:45 


| Like Gibbon's Gate, you must navigate through a maze while dozers tail you and try to cut you off. Avoid 
| getting trapped.in the corner areas by exploring them right after warping far from the enemy vehicles. 


BEETON TRACKS TIME ATTACK 2:40 PLATINUM = 1:15 
Ride the rails to'the station. Run across the overpass. Board the dozer, plow down the white building, then 


| park on the crane platform. Move the dozer across the tracks, then doze the TNT into the station. 


TIME ATTACK 1:00 PLATINUM 0:23 
Buckle up and bulldoze your way straight through this straightforward level. Seven buildings obstruct 


| the safe passage of the nuclear carrier, and white-knuckle driving should easily bring them down. 


COBALT QUARRY TIME ATTACK 1:20 PLATINUM 0:36 


Fire up the Police Car or van to race through Cobalt Quarry. Extremely sharp turns rock the course, but 
both vehicles possess steering tight enough to overcome any corner without losing control. 


CORVINE BLUFF TIME ATTACK 1:40 PLATINUM 0:46 


The van’s probably your best chance for winning the platinum. The van's turning is tight enough to han- 
dle dodging the:buildings at the top of the bluff. Stay on the shore rather than crossing the river. 


CRYSTAL RIFT TIME ATTACK 2:30 PLATINUM 0:57 


In Time Attack, you don't have to worry about filling holes with blocks—you only need to clear the 
buildings in the danger zone. Rocket the Skyfall out of pits and off of ridges to collapse the buildings. 


DARK HEARTLAND TIME ATTACK 2:30 PLATINUM 0:44 


Aboard the Ballista, fire directly at a building's sides. Oftentimes, it takes only one shot fired through 
the length of a building to obliterate it. For greater control of the cycle, hit the Z Button to brake. 


EBONY COAST TIME ATTACK 2:00 PLATINUM 2 


Board the trainjand back it up so the Ramdozer can squeeze ahead of it on the tracks. Race the dozer 
along the tracks, then follow the road paved with RDUs to dynamite the buildings in the danger zone. 


ECHO MARCHES TIME ATTACK 3:20 PLATINUM 0:45 
Stomp the buildings, follow the tracks, and land by the train. Chug to the landing, then motor to the J- 
Bomb. Stomp more buildings, fly to the barge, sail to the moorage, then race the car to the J-Bomb. 


= 
FALCHION FIELD TIME ATTACK 1:10 PLATINUM 0:21 


If you stomp out the six gas tanks in 21 seconds or less, you'll win a platinum medal. Time is tight, so 
hover close to the ground in the J-Bomb and familiarize yourself with the tanks’ locations. 


| GIBBON’S GATE TIME ATTACK 3:00 PLATINUM 1:15 
Unlike Baboon Catacomb, the maze of Gibbon's Gate is larger giving you more room to monkey around. 
| The enemy dozers still ape you and are as persistent as ever, So slyly roam to find all 400 RDUs. 


GLORY CROSSING TIME ATTACK 1:30 PLATINUM 0:40 
Mostly grassy and rocky terrain cover Glory Crossing. To spin into @ ramming rampage, the Backlash 
| needs to skid from roads or paved areas, so slide from these locales onto the less navigable terrain. 


IRONSTONE MINE TIME ATTACK 2:40 PLATINUM 0:54 


After sideswiping the eight buildings in the danger zone, zip up the hillside, then pummel a section of 
the quad that encloses the Thunderfist. Hop aboard and clobber the remaining structures. 


| JADE PLATEAU TIME ATTACK 3:30 PLATINUM 113 


| The Muscle Car is a speedy off-road vehicle, so take it for a quick spin. After crossing the bridge, turn 
| right by the trio of trees (your car can't hit them) to take a shortcut detour through the crevasse. 


LIZARD ISLAND TIME ATTACK 4:00 PLATINUM 1:30 
In this lost world, fly the J-Bomb to bust up rafts and spheres. If you get your feet wet in the water or 
| toasted in the lava, you'll fail your mission, so pulse your rockets to slowly drop onto a target. 


MARINE QUARTER TIME ATTACK 1:00 PLATINUM 0:36 


| Head out on the highway in the Police Car or the Custom Van—both are demons on wheels. The van is 
| good at making tight turns, so you can hug the inside guard rails when you drive it around the bend. 


MERCURY PLATINUM — 1:10 


On Mercury, rev up the Backlash or Ramdozer. Avoid hugging the inside lane—it’s very easy to crash 
into its jutting banks. Also avoid flying off of the slopes, since sailing through the sky wastes time. 


MOON TIME ATTACK 6:00 PLATINUM 2:20 
The Backlash is easier to control when it's in the air, rather than on land. Launch from slopes and aim at 
the buildings—you can sail through entire buildings and use your momentum to maintain a power skid. 


NEPTUNE TIME ATTACK 2:00 PLATINUM 0:35 
| Neptune is sprinkled with moguls that launch your truck into a slow orbit. Restrict your course to the 
flat regions that are shaded in dark blue, rather than regions that are tinted in pale blue. 


ORION PLAZA TIME ATTACK 2:00 PLATINUM 0:30 


| On the billiard table, you must plow the TNT into the pockets to blow up the cue sticks. The TNT becomes 
unstable once you nudge it, so move only one crate at a time or you'll get caught behind the eight ball. 


OYSTER HARBOR TIME ATTACK 8:00 PLATINUM 2:55 


| To win in Time Attack mode, only the demolition of buildings is important. As long as you destroy the 
E Seven danger zone buildings before the carrier reaches the holes, you'll accomplish your mission. 


SALVAGE WHARF TIME ATTACK 2:30 PLATINUM 0:37 
| Although the Ballista and Backlash are the faster vehicles, the sluggish Ramdozer is the faster demol- 
isher. Plow through the crates and aim for the center of the clusters to destroy more units at once. 


SHUTTLE GULLY TIME ATTACK 1:50 PLATINUM 0:44 
The Skyfall is at its most destructive when gravity gives it a boost. Drive off the gully, ridges and 
ramps to shoot the buggy into the air. Land it on top of the buildings to renovate them into driveways. 


SILVER JUNCTION TIME ATTACK 2:00 PLATINUM 0:30 


Twenty-five crates await destruction by the hands of the Thunderfist. It's easy to lose control of the 
robot when it misses a.crate, so tumble only to quickly reach a target, then walk over and step on it. 


SKERRIES TIME ATTACK 3:00 PLATINUM 1:35 


Get behind the wheel of the van or American Dream and take the shortcut after the bridge. If you change the 
camera angle, you can see a patch of dirt marking the entrance to a tunnel concealed by anillusionary wall. 


TIME ATTACK PLATINUM 0:40 


If you love it when a plan comes together, hop into the A-Team style van to win the platinum you've 
been scheming for. At the flashing lights, cut the last corner by swerving left behind the apartment. 


THUNDERFIST TIME ATTACK 3:00 PLATINUM 0:15 


It's easy to overlook the tiny crates, but they count toward your goal. To keep the robot's demolition 
spree rolling, always have something nearby to destroy. 
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ummer. This 
S, at in dustry 


for the upcoming 
‘season. Nintendo Power‘has compiled 
this exclusive, insider preview of the 

awesome N64 lineup that will debut 


top secret that they have never even 
b mmentioned to the public 
before. Prepare to be amazed. 


atthe show. Some of these games were 


‘endo Power 


Previews E3 in Atlanta and 


THE POWER OF N 


This year’s E3 show in Atlanta will prove 
that the past nine months gave gamers just 
a taste of the power of the N64. The new 
games being shown here continue pushing 
the boundaries of interactive entertain- 
ment, innovation 
and intensity. Super 
Mario 64, Wave 
Race 64, Turok: 
Dinosaur Hunter 
and Mario Kart 64 
stunned the gaming 
world last year. This 
year, expect the 
games to go even 
further with dozens 
of titles filling out 
the growing N64 library featuring the 
highest quality gaming, graphics and fun 
found on any video game system. 


“The N64 reached the two million mark 

in just five months, while PSX took all of 

15 months, and Saturn took 21 months 

to reach only one million units.” 
—Peter Main, Nintendo of America’s 
Vice President of Marketing. 


is} fo3) 


In the following pages, you'll glimpse 
the Power of N in many shapes and forms. 
We'll look in on the midlands of England 
where Rare Ltd. continues to awe devel- 
opers and gamers with the highest level of 
technical excellence. Rare and Nintendo 


Upcoming N64 Games 


unveil a number of exceptional 
titles this year—titles that are sure 
to be heralded as the new standard 
in the industry. No less magical are 
the games in progress in Japan at 
Nintendo Company Ltd. under the 
direction of the most talented and 
prolific game 
developer of 
all, Shigeru 
Miyamoto. 
But Rare and 
Nintendo 
aren't alone. The 
N64 has enough 
power for everyone, 
and developers from 
around the globe are 
discovering that they 
can take their games to the Power of N in 
innumerable ways. Acclaim’s developers 
at Iguana Entertainment and Probe 
Entertainment have tapped the power in 
their upcoming titles, NFL Quarterback 


Club ‘98 and Extreme-G. The developers 
at Asmik captured the power of N for 
THQ’s WCW VS. NWO: World Tour, 
while Boss Studios is using the power to 
bring Kemco’s Top Gear Rally to life. This 
list could go on and on, from the incred- 
ible dream shop at DMA Design (Body 
Harvest and Space Station: Silicon 
Valley) to the energetic arcade action 
coming at you from Midway (San 
Francisco Rush), But the best way to let 
you feel the Power of N is to let you see 


He Gan sure be 
a pain in the 


it for yourselves, And that’s exactly what 
you'll do when you turn the page. 


RELEASED NG4 7; 

GAMES 
BLAST CORPS 
CRUIS'N USA 
DARK RIFT 
DOOM 64 
FIFA SOCCER 64 
HEXEN 
KILLER INSTINCT GOLD 
MARIO KART 64 
MORTAL KOMBAT TRILOGY 
NBA HANGTIME 
PILOTWINGS 64 


STAR WARS: SHADOWS OF 
THE EMPIRE 


SUPER MARIO 64 
TUROK: DINOSAUR HUNTER 
WAR GODS 
WAVE RACE 64 


WAYNE GRETZKY’S 
3-D HOCKEY 
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Banjo-Kazooie takes a page from Disney 

in creating a rich, animated world full 

of fun animals and s 
great music. The ry 
biggest _differ- Cm 
ence is that 

Disney never 

lets you . 

into the Ne 
picture. 

In contrast, Banjo-Kazooie 
players control the team of 
Banjo (a_ bear) and 
Kazooie (a bird) as they 
explore a_ magical 
world. Each character 

has specialized func- 
tions, so if you want to 
stomp ants you use Banjo 


int 


and if you want to fly around a 
tower you use Kazooie. When 
you combine the abilities of bird 


and bear, you get the most versatile a 


video game hero/heroes ever. But the . 
world in which the duo travels is even 
more impressive than the innovative 
game design. Rich textures, creative light-* 
ing, and the use of the N64’s powerful: 
anti-aliasing, LOD management and - 
other features results in an almost cine- 
matic image. Combine this with music 
that changes subtly as you move through 

the world and animated characters who © 

seem as alive as any Disney character, 
and you have a remarkable game. 
Banjo-Kazooie is slated for a fall 
release in North America and 
is guaranteed to be a mon- 
» ster hit on the scale of DKC. 


Publisher Nintendo 


Developer Rare Lid. 
Size 128 Megabits 
Complete 

Release 


hn. Nintendo of America Inc. “', &the"N"logoare § 


ER 4 trademarks'of Nintendo of America Inc. Banjo-Kazooie™ 


© 1997 Nintendo/Rare. Game by Rare. x) 


o-Kazooie —_ 
¢ Conker’s Quest . = 
e GoldenEye . 


“CONKER’S QUEST 


Conker’s Quest is the working | 
one-player game starring a her 
of squirrels that also looks as det 
an animated film, or perhaps eve 
so. Conker’s Quest will be the 
published by Rare under th 
Nintendo: partnership and dis' 


from their bushy tails. A release date for _There’s also a lot to see and hear. Many 
this incredibly rich game has been set _ of the 3-D areas are vast and filled with 
for December. hidden items and characters. For exam- 
ple, in Turok: Dinosaur Hunter, the— 
large areas were masked with fog so 
that your line of sight was limited. But 
in some stages of GoldenEye, you can 

d see the equivalent of miles. As for 
Size Undisclosed 


aphic lism, GoldenEye goes to 
Complete 40% Le Be b 4 ye 8 


believable lengths. The animated 
Release December 1997 : aracters move and behave like real 


ple. They also have enough intelli- 
ce to hunt you through the corridor 
of buildings or track you through the 
w of Siberia. The multi-player mode 
options may be the best found 
y game. GoldenEye also makes exce 
it use of the new Rumble Pak. 


; 


Conker’s Quest 
Publisher Rare ltd. 
Developer Rare Ltd. 


exclusively by Nintendo. As in 

Kazooie, the action in this gam 
place in an open, 3-D world it 
animals are the heroes and~ 
Conker and Berry, a girl squirre 
per about, solving puzzles and 
ing themselves with well-placed 


" Perhaps the most amazing game 
Rare turns out to be one you’ve 
before, but not like this. GoldenEys 
undergone significant development s 
it was last previewed in Ninten 
Power. The 
game now 
sets a new | 
standard for 12. 
first-person ’ 
action games, 
both in game 
play and pre- 
i z sentation. 
no longer just a shooter. In the m 
missions, Bond has a long list of miss 
objectives to meet. Instead of sit 
, ea everything in sight, you n 
| sneak through certain areas, do 
load computer secrets, find hit 
4 items, unlock doors, save innocent 
q ple, drive a tank and use cool ga 
from Q Branch. So there’s a lot to | 


Publisher Nintendo 

Developer Rare Lid. 

Size 96 Megabits 

Complete 100% 

Release August 1997 
GoldenEye” and James Bond 007” © 1997 Nii o/ ©1962, 


Game by 1995 
Danjaq, LLC. & U.A.C. AllRights Reserved. 5) Eon Productions | be 1% Mac B. Inc. VOLUME 98 
James Bond Theme by Monty Norman. Used by Permission of EMI Unart Catalog Inc. 


© 000 


No singlegiuman has had as much influence on 
video gaming as Nintendo’s Shigeru Miyamoto. 
It should@’come as no surprise that the creator of 
Mario, Zelda, Yoshi, Fox McCloud and dozens of 
Beloved characters drove the development 
N64 by his vision of what games could 
become. His vision today continues to extend into 
previously undreamed of realms of gaming with his 
development of Zelda 64, Yoshi’s Island 64 F-Zero 
64, EarthBound 64 and other Nintendo 64 Disk 
Drive titles for ‘98 and beyond. Zelda, Yoshi and 
F-Zero will appear in demo form only at E3, but 
anyone who Sees these tapes will see at once 
both the depth of gaming and the quality of the 
technical accomplishments of these games. 


PVCCC VU" 


Zelda 64 follows in the footsteps of the 
greatest adventure series of games ever 
conceived. The Legend of Zelda and 
Zelda Hl: The Adventure of Link for the 
NES gave gamers open worlds filled 


the Super NES and The Legend of 
Zelda: Link’s Awakening for Game Boy, 
Mr. Miyamoto made the worlds even 
richer while 
preserving 
essential ele- 
ments of the 
game like 
direct com- 
bat and 
manipulation of the environment. Now, 
in Zelda 64, it is the interactive element 
that reaches new levels. Players will 
move about in 3-D space with Link as 
he explores the dungeons, towns and 
-wilderness areas of the game. 
Extraordinary graphics effects are mak- 
ss ing Zelda 64 one of the most beautiful 
Size 128 Megabits games ever created, as you can see 
Completion 50%-70% in these screens. What you can’t see 
Release Early 1998 is the ‘immersive . feel that 


with mystery and danger. They were 
free to explore large worlds and inter- 
act directly with good guys, bad guys, 
magical beings and puzzles. In The 
Legend of Zelda: A Link to the Past for 


2 
Zelda 64 
Publisher Nintendo 
Developer EAD/Nintendo 


NINTENDO POWER 


you will get playing the game. As 
in Star Fox 64, Zelda 64 players 
my «will deal with 

many charac- 
ters and 
the story or 
events that 
take place 
pes i during the 

game will come alive in dialogue and 
3-D animation. Zelda 64, at 128 


megabits, should be the undisputed 
heavyweight when it is released early 
next year in North America. 


ja 64 


¢ Yoshi’s Island 64 
¢ Star Fox 64 


STAR FOX 64 


The best news of all from 
Shigeru Miyamoto’s 
Magical toy box is the 
Mi arrival of Star Fox 64. 
With the direct feedback experience 
of the Rumble Pak, and character 
speech throughout the game, Star Fox 
64 takes immersive gaming to a new 
level. In a recent interview with 
Nintendo Power, Mr. Miyamoto told 
us that Star Fox 64 is a game for play- 
ers of every type: male, female, young 
and old. “It is balanced so that play- 
ers of any skill level can play 
the game in 


their own way. 
But you need 
good motor 
skills to get 
all the medals 


or finish the 


expert mode.” 

The dogfight- 

ing in Star Fox 
J 


64 may take 
place at blinding 
speeds, but 
the — con- 
trols are 


Star Fox 64 
Publisher Nintendo 
Developer EAD/Nintendo 
Size 96 Megabits 
Completion 100% 
Release June 30th 


so intuitive and smooth that players 
slip on the role.of ace pilots.as easily 
as they might slip on a banana-peel— 
and it’s much less painful. The decep- 
tively simple Rumble Pak adds yet 


ad dimension of reality to the 


already packed Star Fox 64. 

You feel every enemy shot 
rock the controller in 
your hands, like a 
flight stick that jerks 
when a_ plane is 
slammed by a missile. 
It adds to the sense of 
surprise and anticipa- 
tion. Once - you've 
played Star Fox 64 
with the Rumble Pak, 
you won’t want to fly 
without it. 


YOSHI’S ISLAND 64 


Other contenders for the title may also 
come from the Miyamoto . trust at 
Nintendo’s EAD development group. 
Yoshi's Island 64 is forging a new path 
for 2-D action games, utilizing the 
power of the N64 to create 
stunning’ back- 
grounds © and 
sprites in a com- 
plex platform 
adventure. The 
game is based 
on the hit Super 
NES title fom 
two years ago, 
but it goes much 
further” in its 
goal of présent- 
ing a rich, artis- 
tically unique 
gaming world. 
In Yoshi’s Island, 
both game de- 
signers and game artists leave their mark 
on the canvas. Mr. Miyamoto says that 
the game will try to make.new, creative 
uses of the N64 Controller as well. 


Yoshi's Island 64 
Publisher Nintendo 
Developer EAD/Nintendo 
Size 96 Megabits 
Complete 50%-70% 
Release Fall 1997 
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Mischief Makers was released recently 
in Japan by Enix under the name Go, Go 
Troublemakers. Under a new name in 
North America, and with translated 
screen text, Mischief Makers becomes 
the first prerendered, 2-D action game 
for the N64. Some people are calling it 
a 21/2-D game like Yoshi’s Island 64 
since the backgrounds and sprites were 
originally rendered in 3-D. No matter 
how many Ds there are, the game is full 
of action. Marina, a robot in search of 


QJ) NINTENDO POWER 


Scanning th 
Globe 


Nintendo of America has searched the globe for 
quality games to add to the N64 library. This fall, 
three of those games will make their debuts in 
North America: Mischief Makers from Enix in Japan, 
Tetrisphere from H20O in Canada and Body Harvest 
from DMA Design in Scotland, which just proves that 
the power of N is a worldwide phenomen-N. 


the scientist who created her, stars in 
this side-scrolling title. Through five, 
12-stage worlds, Marina practices an 
unusual method of combat as she 
attempts to grab and shake her oppo- 
nents into submission. As for the story, 
apparently, the Emperor of Nendoro has 
raised an evil army that stands in 
Marina's way. As you might expect from 
an Enix game, Mischief Makers has an 
involving plot with lots of characters to 
talk to, even though this is an action 
title, not an RPG. Other adventure ele- 
ments include item shops, hospitals, 
villages and puzzle-solving. Mischief 
Makers is a true hybrid, mixing 
action and adventure elements with 


rich ACM graphics. 


Publisher 
Developer — Enix 

4) Size 96 Megabits 
Completion 100% 
Release October 1997 


Nintendo 


: cl lief Makers 


¢ Tetrisphere 
° Body Harvest 


BODY HARVEST 


Body Harvest from DMA Design pre- 
sents a puzzle of another sort. In this 
game, you must go backward in time 
to counter an invasion of alien insec- 
toid creatures who are wiping out 
(and devouring) humanity in your 
own time. When you do so, you find 
aliens swarming over the landscape, 
so it’s up to you to do what you do 
with bugs, which is swat them. At 
your disposal are more than 90 vehi- 
cles, some Specially designed for 


treacherous landscapes. The six lev- 
els are broken into four stages each, 
and each level corresponds to a dif- 
ferent place and period in time. For 
example, your first bug hunt 
takes place in Greece in 
1916. The ambitious project 
has gone from an early action 
game design to what is now 
being called an action-RPG 
because there are puzzles 
and characters as well as 
shooting. With a track record 
that includes hits such as 
Lemmings and _ Uniracers, 
DMA Design has proven to 
be one of the most creative 
game developers in the 
world. Body Harvest holds true to 
that legacy. 


Body Harvest 
Publisher Nintendo 
Developer DMA 
Size Undisclosed 
Completion 50%-60% 
Release Fall 1997 


TETRISPHERE | 


The long-awaited Tetrisphere is finally 
on its way, and the wait was worth it. 
The first action-puzzle game for the 
N64 makes use of the 3-D capabilities of 
the system both for the graphics and 
game design. At the heart of Tetrisphere 
is a sphere composed of different 
pieces shaped like Tetris blocks. By 
dropping similarly shaped blocks on 
pairs or larger groupings of adjacent 
blocks on the sphere below, you knock 
off blocks to reveal what's in the center 
of the sphere. When you get to the cen- 
ter, you win. The six modes of play 
include Rescue, VS. (a two-player 
mode), Time Trial, Hide-and-Seek, 
Puzzle and VS. CPU. The play is capti- 
vating, which should come as no sur- 
prise since Alexei Pajitnov, the creator 
of Tetris, consulted on this game during 
its development. 
Tetrisphere also 
features a techno 
soundtrack and a 
useful training 
mode for learning 
the intricacies of 
this unique puzzler. 


Tetrisphere 
Publisher Nintendo 
Developer H20 
Size 64 Megabits 
Completion 100% 
Release Summer 1997 


VOLUME 98 


eal 
orts 


Gamers anxious to play their favorite sports on 
their favorite video game system will soon have 
more options than ever before. N64 sports games 
have been slow in coming, but their quality has been 
exceptional. Wayne Gretzky’s 3-D Hockey, FIFA 
Soccer 64 and International Superstar Soccer 64 
(a.k.a. J League Perfect Striker in Japan) have raised 
the bar for sports simulations on video games. With 
Nintendo’s MLB Featuring Ken Griffey Jr., ISS 64 and 
NFL Quarterback Club ‘98 from Acclaim, the bar 
goes even higher...and the names seem to get even 
longer. Whether you consider pro wrestling a sport 
(or just entertainment), there’s no doubt that THQ’s 
WCW VS. NWO: World Tour will be a winner, as well. 
So strap on your virtual cleats and head for the 
field. It’s game time. 


MAJOR LEAGUE 
BASEBALL 


FEATURING 
KEN GRIFFEY JR. 


Ken‘ Griffey Jf spent: several days tied 
up. with the-development team at Angel 
_, Studios last year—literally.. He was 
wired from head to’ toe -for motion- 
capture -sessions . that. provided ‘the 

animation: data. for his, signature 

picture-perfect swing. It’s almost 

eerie how’ real Junior looks in 
Nintendo’s».upcoming 
baseball: game “when 
you see him swing 
the bat and belt the 


2 


NINTEN. 


The- development 
team » included 
experts from 
Angel, Nintendo, 
and. Major League 
Baseball,..not to 
mention Ken: himself.. The resulting 
baseball experience combines realism: 
with fun. Reality, apart from the 35,000 
frames of incredible- animation, comes 
from MLB and MLBPA licenses. You get 
real teams, real players, even real stadi- 
ums modeled in 3-D. For fun, you get 


Major League Baseball 
Featuring Ken Griffey Jr. 


Publisher Nintendo 
Developer Angel Studios 
Size 96 Megabits 
Complete 80% 

Release September 1997 


season play, one-on-one 
matchups, ‘Home ™.Run 
derbies, World. Series? 
action, .and teams that 


ball. -over- the 
fence... You. can 
almost hear Roger 
Maris groan. 
Certainly the ani- 
mation’ will turn 
heads when ‘MLB 
Featuring Ken 
Griffey Jr. hits the 
shelves this September, 
but the game play will 
keep baseball fans 
glued to their N64s. 


you,can.edit to create the 
ultimate fantasy ‘lineup. 
You also get intuitive use 
of the N64 Controller, 
with the C Buttons repre- 
senting the, diamond. and 
the Control Stick giving 
you precision control 
over pitch placement. 
They say that baseball 
doesn’t really heat up 
until September, and this | 
year, they’re right. 


Major League Baseball® Featuring Ken Griffey Jr. and Ken Griffey Jr. Presents Major League Baseball®: 
Game Boy Edition - Major League Baseball trademarks and copyrights are used with permission of Major 
League Baseball Properties, Inc. © MLBPA. Official Licensee-Major League Baseball Players Association. 


NFL QUARTERBACK 
CLUB ‘98 


NFL Quarterback Club ‘98 is the stunning 
creation of, [guana Entertainment, the 
developers of, Turok; ‘Dinosaur. ‘Hunter. 
Even at this:early stage, QB Club looks 
amazingly realistic, both in’ the-level of 
detail ‘and the® quality .of the’ animation. 
When - you com- 
bine_this* with a 
camera. that ‘can 
zoom tight. into 
the- ,huddle “or 
float “above «the 
stadium :to. catch 
a. soaring: punt, 
you: get. the ‘most 
{realistic football 
game. ever -made 
for‘a.video gamé 
system. It;»may. 
ey sound, like so 
mucehhype, but QB Club: will change: the 
way. you ‘think , about sports, games. 
Aéclaim:has included afull team of licens- 
es, aswell, including the NFL and: NFLPA 
alongwith. the.-NEFL° Quarterback. Club 
competition. Brett Favre ofthe Packers 
will be featured in the game, both-as a.char- 
acter and:as.a designer of custom plays. 


Publisher 
Developer 
Size 
Completion 50% 


Acclaim 
]guana Entertainment 
96 Megabits 


Release November 1997 


° Major League Baseball 
Featuring Ken Griffey Jr. 


¢ NFL Quarterback Club ‘98 


INTERNATIONAL 


SUPERSTAR 
SOCCER 64 


The other football, which we still stub- 
bornly call soccer here in the U.S., is 
featured in. Konami's International 
2 7] Superstar 
| Soccer 64, 
ISS 64: fea- 
tures ‘excel= 
lent arcade- 
style control 
: for..one~ to 
four players’in an, international; soccer 
competition :setting. The tightly syn- 
chronized ~ play-by-play . announcer 
calls the:shots as accurately as a live 
annouricer, which is-pretty remarkable 
for’a video: game, ‘Even more impres: 
sive is*the Al of the computer. con- 
trolled players,, who: seem, .to_antici- 
pate your. == 
moves.” and 
needs. ~-Due 
for-release in 
July, 1SS°64 is 
the ultimate 
kick. 


Kvalatad_/ A Kierult, 


International Superstar 
Soccer 6 


Konami 
Konami 

64 Megabits 
100% 

July 1997 


Publisher 
Developer 


Size 
Completion 
Release 


¢ WCW VS. NWO: World Tour 


¢ International 
Superstar Soccer 64 


WCW VS. NWO: 


WORLD TOUR 


Calling professional wrestling a sport may 
be a stretch, but the action and animation 
in WCW VS. NWO: World Tour makes for 
pure, multi-player fun. In Japan, this game 
will be released as Ultra Battle Royal by 
Asmik, but here in North America, THQ 
has added the WCW/NWO license and 


included. dozens of. the most popular 
wrestlers on.the circuit..In all, there will 
be 80:or more wrestlers, each with more 
than ten special moves. The action inside 
and outside of the ring is fast, furious and 
fun: Some of the moves are so spectacular 
(not. to mention ridiculous) that they will 
never be matched in the live ring. That 
lack of reality just adds to the appeal of 
WCW VS, NWO, since the name of the 
game is spectacle. 


WCW VS. NWO: World Tour 


Publisher THQ 
Developer Asmik (Japan) 
Size 96 Megabits 
Completion 60% 

Oct/Nov 1997 


Release 
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Although gamers around the world are dying to 
get their hands on Zelda 64, plenty of other adven- 
tures and RPGs are on the way for the N64 from 
Nintendo and other publishers. Currently, it looks 
as if 1998 will be the windfall year for epic games, 
but the flood may begin earlier depending on the 
speed of development. 


EARTHBOUND 64 


We don’t have a great. deal. of 
information on any of these games yet, 
but we have seen screen shots of them 
all, which reveals a lot. EarthBound 64 
from Nintendo is presently scheduled 
to be the first game for the Nintendo. 
64 Disk Drive now that: Zelda will 
appear in Game Pak form before being 
released as an expanded Nintendo’64 
Disk Drive version, Even, though. the .° EarthBound 64 or shows tremen- 
game won't appear for some time, dous promise. The imany scteen ‘shots 
: Sent to us over the past, several months 
|. from. the development team at -EAD; 
only. serve to whet our. appetites for 
this unusual epic title. Already we have ~ 
seen‘ a shadowy, forest region, ‘the-vil: 
lage of Tazmily and-a’ great battle that » 
takes placeiin the desert! We have 
even met-characters such as Ryukka,” 
who. wanders. in: the ‘woods, and 
Dustet, who: sleeps all day. Like 
the original EarthBound for the; 
Super. . NES, EarthBound 64° 
departs from the ‘fantasy, tradi- 
tion of most RPGs'and-introduces: play 
ers to a strange and often hamorous 
world: With- Shigeru: Miyamoto direct- 
ing the project, we expect great\things.” 


EarthBound 64 
Publisher Nintendo 
Developer EAD/Nintendo 


Size 512 Megabits 
Completion 40% 
Release 1998 


NINTENDO POWER 


¢ Dracula 3-D 
* Goemon 5 
* Quest 64 


Konami’s Legend of the Mystical Ninja 
(which is not a final name) is called 
Goemon 5 in 
Japan. The game 
is an. adventure 
featuring action 
and RPG _ele= 
| ments. While 
~ players. can. wan- 
der freely about in\most stages, there is 
a-linear progression to the-sequence of 


play. Also, expect 


‘some, variety, from 
shooting ‘to’ fight- 


— by. ~hand, -rather 
hed than ‘by. using. /a~ battle 
imenu, the game has 


\ «more of a Legend of 


Zelda feel than\that 

of a; true, RPG. The 
; excellent graphics, 
depict traditional 
Japanese themes, /but 
me! ‘the play, is classic video 
Deny game stuff that: no 
= gamer will have trouble 
area sandler stainiiys 


| the creatures; Com: 


-yin-a: game sthat} falls; 
~squarely\: into.’ the 


\ sing. Since you have. \ the first screen shots taken of Dracula. 


| “to™ battle enemies’ - 


\ betbig. 05s ae Teenie 


Konami’s second adventure title, As for THQ’s Quest 64, which may 
Dracula 3-D, harkens back to well receive a new name very soon, 
the Castlevania series, but vampire almost nothing is known of the 
hunting in 3-D will be a much greater | story. Power has previewed a 
challenge. Gone are very early walk-about 
the. side-scrolling version in which we 
traps and enemies of hiked through a moun- 
the original: series, tain village, met a few 
replaced with’ full villagers, then contin- 
3-D environments, ued up into the hills. 
The ‘new, generation. It was obvious from 
df Belmonts has new. this quick look 
weapons, including: that Ithe development 
swords, magic and- team sat Imagineer in 
acrobativ..\" jumps), Japan. has a good eye 
and abilities tochelp for detail and a sound 
them, “stave < off understanding of the 
hardware. (Other 
Ima-gineer games 
such, as MRC. and 
Power Pro Baseball 
i have looked equally 
well-crafted.) 
Quest 64 should ap- 
pear.in-1998, proba- 
bly by ear-ly Spring. 


bining action. with a- 
rich “tradition and... 
story),should ‘result: 


realm of adventure. th fact} ‘some of 


3=D Jare ‘easily mistaken” for jshots ‘of | 
Zelda 64, That’s-quite-a-compliment to ‘ 
the developers i in Qsaka, Fhigc one wills. 


Goemon 5 
Publisher Konami 
Developer Konami 
Size Undisclosed 


Completion 50%- 70% 
Release Winter 1998 


Dracula 3-D 


Publisher Konami 
Developer Konami 
Size Undisclosed 
Completion 40% 
Release Winter 1998 


Publisher Konami 
Developer Konami 


Size Undisclosed 
Completion 50%- 70% 
Release Early 1998 
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Speed Rule 


Speed demons of the world no longer need to go to the 
race track for their motor sports. Seven racers are in 
the works for release by the end of the year or early in 


1998. We’ve taken them all for a spin, except for F-Zero, 


which will appear at E3 only as a demonstration video. 
Of the other racers, each has its own strength. 


SAN FRANCISCO 


RUSH 


San Francisco Rush will be familiar to 
arcade players who have made it one 
of the top quarter munchers of the 
year. Midway’s Atari Games develop- 
ment group (which created Gretzky's 
3-D Hockey for the N64) excels at 


making N64 versions of their top 
arcade releases. In the case of Rush, 
expect incredibly high speeds, branch- 
ing courses, crash damage, realistic 
graphics and 
sound, and at 
least twice as 
many tracks as 
are in the 
arcade game. 
Now that’s a 
rush. 


San Francisco Rush 
Publisher = Midway 
Developer Atari Games 

Size 64 Megabits 
Completion 60% 

Release November 1997 


TOP GEAR RALLY 


Top Gear Rally from Kemco is the 
dream game for racing fans who want 
reality in whopping doses. An exacting 
physics model makes the cars in Rally 
more realistic than anything else on the 
virtual road. One lap on these challeng- 
ing courses takes as long as three min- 
utes to complete, so a race of three laps 
will keep you glued to the tube for 
about ten minutes. That’s a lot of con- 
centration, but the reward is great, too. 
As for the graphics, Boss Games Studio 
has created some of the most realistic 
cars and road environments ever, rival- 
ing the high-powered arcade machines. 
Race fanatics will eat this one for break- 
fast, lunch and dinner, not to mention 
constant snacking. We expect the racing 
for one or two players to begin 
in September. 


Publisher 
Developer 
Size 


Boss Game Studio 
64 Megabits 
Completion 70% 


Release September 1997 


S 


LAMBORGHINI 64 


Bet you never thought that your N64 
would put you in the driver’s seat of a 
Lamborghini Diablo. But Lamborghini 
64 from Titus does just that, pushing the 
polygons for a realistic looking road 
racer featuring some of the coolest cars 


in the known universe including 
Lamborghinis, Ferraris and Porsches. 
With an arcade mode, tournament 
mode, time trial mode and VS. mode, 
players will have lots of ways to drive 
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these dream cars. The four courses in 
Lamborghini feature a wide range of 
driving conditions and challenges for 
both arcade and simulation drivers. This 
will be the game for players who dream 
of the good life. 


Publisher 
Developer 
Size 
Completion 
Release 


Titus 

64 Megabits 
50% 
September 1997 


(@))_ NINTENDO POWER 


¢ Extreme-G 
¢ F-1 Pole Position 
¢ Lamborghini 64 


F-1 POLE POSITION 


The big daddy of racing is Formula 1, 
and the sleek F-1 cars are designed with 
only one goal: to cross the finish line 
first. F-1 Pole Position sets you down 


behind the 
wheel of a hot, 
Formula 1 


racer on one 
of 16 interna- 
tional courses. 
Ubi Soft hopes 
to include a 
license for real 
races, drivers 
and teams. 
The develop- 
ers at Human 
in Japan emphasized realistic handling 
utilizing the N64 Control Stick to give 
players the feel of the road. Final 
tweaking of the game’s graphics is 
going on now. We expect a fast, realis- 
tic sim when F-1 is ready for the green 
light this fall. 


F-1 Pole Position 
Publisher —_ Ubi Soft 
Developer Human 

Size 64 Megabits 
80% 

October 1997 


Multi Racing Championship, also known 
as MRC, was picked up by Ocean of 
America from Imagineer in Japan. This 
rally racer features nicely varied courses 
with chang- 
ing condi- 
tions. It’s not 
just the road 
surface that 
changes, but 
time of day, 


Completion 
Release 


° MRC 


¢ San Francisco Rush 


Lap Time 


lighting and weather conditions, as well. 
MRC also scores points for having 
branching courses and two-player 
options. In addition to that, it looks like 
MRC will also support the Rumble Pak to 
give you an even more realistic driving 
experience. The experience is pretty 
great even without the Rumbler. Tight 
steering that’s easy to master makes 
MRC one of the most playable racers in 
the N64 lineup. 


Multi Racing Championship 


Publisher 
Developer _|magineer 
Size 96 Megabits 
Completion 100% 
Release August 1997 


Extreme-G from Acclaim may be one of the 
hits of the season when it is released this 
fall. This futuristic motorcycle racer has 
you careening through sci-fi settings while 
blasting your opponents with lasers. The 
courses contain jumps, twists, branches 


Ocean 


¢ Top Gear Rally 


Extreme-G 


Publisher — Acclaim 
Developer Probe Entertainment 
Size 96 Megabits 
Completion 50% 

Release October 1997 


and bad guys who shoot back. The graph- 
ics look good and the speed is very high. 


The development group at Probe 
Entertainment has grasped the horns of the 
N64 and clearly knows how to control the 
beast. The track settings range from a futur- 
istic city and space port to subterranean 
mines. We can hardly wait to see this game 
with all of the bells and whistles in place. 


F-ZERO 64 


Finally, F-Zero from Nintendo has a lot 
to live up to. The Super NES F-Zero set 
the standard for speed and challenge in 
16-bit racing. F-Zero 64 may well do the 
same thing for the N64. Mr. Miyamoto 
is very excited about this one and talks 
about a year-end release for the game in 
Japan, which suggests that North 
America will see F-Zero in early ‘98. All 
in all, it’s bound to be a very fast year as 
the N64 claims the crown for speed. 


Publisher 
Developer 
Size 
Completion 
Release 


Nintendo 
EAD 
Undisclosed 
6-40 % 
Winter 1998 
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Even more N64 games will appear at E3, some on 
‘the show floor while others are screened behind the 
scenes..On these final pages, we’ll take a look at 
many of the games that should be in Atlanta in one 
form or another. All of these games should also be 
released within the next nine to twelve months, 
assuming that development continues smoothly... 
and that can be a big if. We’ll give you our best, insid- 
er read on them all—and possible E3 surprises. 


Mission: 
Impossible 


Z <a... his: 
4] _ month or two. Expect to see it released 
a, ¢ just eo ere i 
f ircus, evelopment ‘in France;-doese= ~y 
f rat seem to be a fall ae don’t 


Midway's prolific lineup will continue-to* ~ 
grow with Robotron 64 in August and a © 
whole slew of games in November and 
December, some of which may slide into 
the new year. Our lookatan early version 


le expect anything until next year. Ocean. 
may have a few other Surprises up its... | 
sleeve that. maybe revealed atE3.... 


~ Gametek’s\Robotech: Crystal Dream is. 
suddenly a game in searclrof a publisher. " 
It is also a game in sear ug some serious 


programming and ol tweaks. Don’t 

expect it by thevend-of the year. In-fact; = 
«it's much more likely 

that Wheel! of Fortune) © 

and Jeopardy! will beat | 

Robotech to the stores... 


Mace 64 


Although Acclaim probably, won’t:show 
anything beyond QB Club and Extreme- 

= G, wermaysget.a sneak we 
= E3 peak at Some other, 
undisclosed Acclaim 
games. “Check next 


month’s Pak Watch. By the way we've taken 

ol eee ee Konami/s big push at a look at an early ver- 
tanna — - the showewillebe to sion. of Wheel and 

of Mace 64 revealed very crisp graphics _ introduce.International found it’ ite, playable. 


Interplay will show 
— __ ClayFighter 63 '/stothe 
press and reife at E3, but it won‘t be 
on thé flodr. They want to make everyone 
el special. As for the game, it’s on the 
verge of completion. The most recent ver- 


and movement, but just one playable 
fighter and limited moves. Mortal Kombat 
Mythologies, starring Sub-Zero in a limit- 
ed 3-D action game, may turn out to be a 
big seller. Bio. Freaks won't be shown ‘at 
E3 at all and should’ be released after the 


Superstar. Soccer 64, 
x 


current crop-of games,.probably next 
year. Midway also hopes to sneak Quake 
into the lineup. by. year’s end. Finally, 
Wayne Gretzky’s 3-D Hockey 2 and Joust 
64 are also in the works at Midway. These 
guys must never sleep. 

Acclaim has had some tough times, 
but the success of Turok: Dinosaur 
Hunter shows that the company has the 
talent and drive to succeed, especially 
when they take the time to polish a game. 


NINTENDO POWER 


licensed _titlewill be announced at the ~_ os toa 


show. Konami may also talk more about 
its 1998 lineup, which already includes 
NBA In The Zone ‘98 and Battle Dancers. 

Mission: Impossible from Ocean will 
have two to:three playable stages ready 
by E3. That indicates that the game’s 
mechanics and at least some of its com- 
plex Al are ready to roll. Chances are this 
much-anticipated title is rounding the 
bend, but it won’t be finished for another 


sion we played at Nintendo Power had all 
the graphic effects, moves and animated 
breakthroughs. Only the front end and 
some camera Al was missing. We esti- 
mate a realistic release date will fall in 
August. It’s quite likely that an N64 game 
from interplay and Shiny Entertainment 


z ood Deagigliaaan in,closed-door sessions 
at the show! We. certainly,hope to worm 


our way in. on 
Another a “wit be. Aero 

Fighters Assault, which will be ve 

—~ “just-before-the~show~starts> This nh 
= wefightér mixés arcade and’simulation st s 
of playfor an impressive ride. ome 


and nie Entertainment will proba: 


bly announce at E3 that they are working, \ \probably a good ways. 
»on.several More.N64projects. i 


Ubi “Soft - sent along ‘some shots of 


Tonic Tr he os known as HED, 
which, ‘sR pipeline for a 1998 


_release. With an ‘unusual, graphic style 


and an open,,Marioesque game design, 
this is one.worth watching. Hudson Soft 
will probably show off Super Bomberman 


\ Silicon Graphics is 
Loutato too, even though 


*, i 
im ressive glimpses 


64. We've seen the current version and 
like what we see so far. Dual Heroes may 
also make the trip to Atlanta along with 
three sports games and a shooter. GT 
Interactive will concentrate on Hexen, 
which should be released just prior to the 
show, and Duke Nukem ’3-D, next up on 
its list of N64 releases. Ultra Combat 
seemed stuck in the mire of endless devel- 
opment for now. Virgin’s promise of a 
playable Freak Boy may be realized, but it 
may appear only in some demonstration 
form or on video tape. We,aren’t willing 


\to make_a_release estimate on that one. 


MG's Space: Station: 


Wi ve. seen some 


from. DMA _ Design, 
Het e's developer, 
Titus has hinted at the 
possibilityamofy *showirge ‘off © So 


“Superman. scenes,.. but ,its.. big, show... 


effort vill be with Lamborghini, going 
so far as;to bring a Lamborghini Diablo 
onto, the show« floor. Now 
that’s flash. 7 

> ’ As ‘a final treat Wigtendo’s Bugie 


-Boogie has taken a new<direction and 


Kemco has provided a Cool-SGI shot of 
Twisted Edge Snowboarding, now in 
development at Boss Game Studios. 
Kemco will show some video footage at 
the show-and hopes to release the game 


in early 1998, Even though this demo shot 
was.taken off the high-end SGI, the poly- 
gon_count of the boarder is realistic for 
use with the N64, and 
we've seen some marvels 


from Boss. We've got 
even more stunning shots 
of this future game ready 
for next month’s Pak 
Watch. ~E3 is just 
the beginning. 
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Rather than destroying major cities and causing 
general chaos, Pocket Monsters are stirring up a 
frenzy among Japanese gamers. The secret to the 
monsters’ phenomenal success is a clever mix of 
collectibility and game play. 


~N " Pocket Monsters began its life as a 
modest-selling RPG by Nintendo 
for the Game Boy, but after it 


series, it quickly morphed into a huge pop 
phenom. Now the Poke-Mon (pronounced 
“yoh-kay mon,” short for Pocket Monsters) 
phenomenon in Japan must be seen to be 
believed. Poke-Mon players can purchase fig- 
ures, stamps, puzzles, trading cards, plush 
dolls, keychains, collectible card and dice 


Bt Bog 
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games and even snack foods featuring crea- 


ohare | | ; 
“"Sa7 sal fe tures from the game. While all the hype cer- 
iq tainly has a lot to do with the game's success, 
4 many industry watchers believe that it is the meh 8 
Pocket Monsters follows central theme of the game itself—collecting— eae 
the adventures of a young that has fans so fired up. 


monster hunter as he tries 
to capture 150 different mon- 
sters for his collection. 


No matter if you're 9 or 90, no matter if it’s toys or fine ceramics, collecting 
is big fun and big business in Japan. Pocket Monsters tapped 
ee, into this vein by making collecting a large 
| part of the game play. Besides the usual 
LAR task of saving the world from would-be 
Conquerors, players can find, capture and 
‘combat train 150 monsters during their 
adventures. Nintendo even produced two J@ Ta kEA9- 
Versions of the game, Pocket Monsters Red pocugy wousrens 
and Pocket Monsters Green. Both featured 
the same game and the same monsters, but 
AR the creatures that were common in one ver- E& 
sion might have been rare in the other, making After Red and Green came a 
i 5 third version, Blue. Total 
for very different play experiences. 


sales have topped 3.5 mil- 
lion units! 


|| HEE EAP- 


cz CLE EA 


© 1995, 1996 NINTENDO/CREATURES/GAMEFREAK 
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EXCHANGE 
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ri = by your mentor, Professor Okido, who just happens to 
“| ee be the world’s foremost authority on Pocket Monsters. 


Of 5 F Ms 
oy Z, You begin the game with one monster, given to you 
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Along with your “starter” creature, any monsters you capture 
are recorded in your Picture Book, which lists the monsters’ names, 
species, natural habitats, abilities and so on. As your monsters grow 
and take on new characteristics, their pictures and stats also change. 
Taking the collecting aspect even further, players are able to trade 
monsters between two Paks using the Game Link cable. If your friend 
has found, say, a Chrysalis monster that you need, and you've found 
a Fairy monster that he needs, you can link your Game Boys togeth- 
er and swap creatures. In fact, some traded monsters develop much 
more quickly than monsters you capture on your own, encouraging 
players to trade as much as possible. If two Game Paks are linked, a 
Game Link Club appears next to the other shops in the game. Players 
can then enter the club, sit down and hammer out a deal. Of course, 
you do have a chance to look over a monster’s stats before you sign 
on the dotted line. 


Your main weapons in your fight against evil are, of course, your mon- 
sters, but they must be trained properly to face the challenges before 
them. As in most RPGs, your Pocket Monsters gain experience points 
and learn new skills through combat. Besides battling random mon- 
sters you encounter in your own 
game, you can also challenge another 
player’s monsters through the Game 
Link. You can have up to six monsters 
in your active party, and they enter a 
match one at a time. If one monster is 
defeated, the next one in line takes 
over. If you capture a new monster as 
the result of a battle, but your party is 
already full, the new monster will 
be automatically recorded in your 
Picture Book and placed in your 


frrers E52] 
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Some types of monsters are natur- 
al enemies. Players must account 
for specific advantages and weak- 
nesses when choosing monsters 
for a battle. 

creature reserves. 


The Game Link Club appears 
only when you're connect- 
ed to another Game Boy 
with another Pocket 
Monsters Pak. 


You can haggle as much as 
you like, and you can't be 

forced into accepting a 
bad deal. 


Once a monster is in your care, you must train and guide it carefully as it grows and 
gains experience. Besides developing monsters for use in the game itself, many players 
groom their monsters to make them attractive to potential traders. What is a common 
monster for one player may be the find of the century for another. 


Unlike the characters you find in most RPGs, Pocket Monsters don’t change automatically 
once they’ve collected enough experience points to move to the next level in their devel- 
opment. You choose when they change, and as they mature, you = 

must decide what kinds of skills and abilities they will have. ee. 

Because a creature’s development is not set in stone, your Koratta (Mouse) Be 

" 


monster, for example, may turn out quite differently from another player's. 5) 


Professor Okido 
shows you three 
Poke-Mon speci- 
mens. You choose 
your first monster 
from among them. 
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Whenit matures into an 
adult, your monster will 
stop learning, but it will 
still be able to increase 
the power of its attacks. 


Young monsters are nothing 
special at first, but as time 
goes on, they can learn dif- 
ferent attacks and gain the 
ability to use items and heal- 
ing potions during combat. 


SERRLANS Loic BOBy 
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“( While many players have focused 


A solely on capturing, cataloguing and 


\Y. training monsters, there is still a 


central plot in this game for them 
( #859) to deal with, if they wish. As the 
hero, your ambition is to become the greatest 
Poke-Mon hunter/trainer the world has ever 
seen. The trouble is you're constantly being 
interrupted by the evil doings of the 
notorious Rocket Society, an infamous 
league of mad scientists, would-be dic- 
tators and generally nasty types bent on 
conquering the world. It’s your job to 
gather up a force of Pocket Monsters to 
battle the Rocket Society and put an 
end to their nefarious schemes. 


Your battles with the Rocket Society take youall 
across the countryside, giving you a chance to recruit 
many different kinds of monsters. 


@ srenoo Power 


POCKET MONSTERS 


If the Rocket Society weren't enough, 
, you'll also challenge or be chal- 
lenged by eight other monster 
hunters, your rivals for the title of 
World’s Greatest Poke-Mon_ Trainer. 
Each trainer breeds and trains specific types of creatures, 


and you won't be able to complete your Picture Book 
without battling them and their monstrous charges. Once 
a trainer is defeated, you'll earn a badge to place in your 
Picture Book. These badges will increase your monsters’ 
offensive and defensive ratings by a substantial margin. 
Your chief rival for the top spot (and the first opponent Monster train- 


you face) is Takeshi, Professor Okido’s arrogant but clever ers hang out at 
their local Poke- 


aes fe 
grandson. It’s up to you to Mon Gyms. 


scout out the types of 
monsters your rivals have 
and field a team designed 
to beat them. 


[Lesce Lintzake bd || 


=| Badges help 
Bax/ES 8 your monsters 
BoSyUvess2en s}g make the 
SLrtbrrss:oa S]§ most of their 
Si] strengths, : 
but they Fielding the right monsters is crucial. 


can't make up 


a For example, a Water-based monster 
for poor training. 


can easily defeat a Fire-based one, 
but a Grass-type will walk all over a 
Water creature. 


Pocket Monster fever shows no sign of breaking; indeed, it seems to be heating up 

a few degrees more. More Poke-Mon merchandise is being released every 
Bs day, and a new animated show is drawing 10% of the TV audience during 
its time slot, a respectable number for any show, much less one based on a 


video game. Having sold over 3.5 million Pocket Monsters 

Game Paks to date (the mail-order-only Blue version sold 

610,000 units alone!), it’s no surprise that Nintendo is planning 
to release Gold and Silver versions of Pocket Monsters 2 in Japan 
this fall. So amidst all this hoopla, are their plans for Pocket 
Monsters to invade these shores? You bet! Pocket Monsters 64 
has been announced 
for this market, and while 


there has been no 
word yet on english 
versions of the Game 
Boy games, we'll all 
have a chance to 
catch monster fever 
soon enough! 
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Kincald Military 
Detention Center. 


BEFORE IT MAKES A 


CRATER, 
] OUT OF SONIE UNSUSPECTING al 


CIN, NENE GOT TO GET 
NAGH OUT OF THERE, 


i 
4 ® NINTENDO POWER 


. [EPISODE TWO: 
THE GATHERING STORM 


THE STORY SO FAR: A defective nuclear carrier careens across the 
country, leaking radiation. The only hope of avoiding setting off a 
catastrophic explosion rests with Blast Corps, an elite team of 
high-tech demolition experts. Even with the most unique vehicles 


q and technology available, can Blast Corps succeed in guiding the 


runaway carrier to a safe detonation site in time? 


vets 
SEE WF THAT 
CYCLONE SulT 
1S AW CLARK 
DESIGNED T1090 


HAVE 
YOU REACHED 
THE PRISON 
YET, WES? 


ROGER THAT, BOSS. IF THE 
CYCLONE SUIT'S AURAL SENSORS 
ARE CORRECT, PROFESSOR 
NASH SHOULD BEON THE 

OTHER SIDE OF THIS WALL~- 

HEART MURMUR ANC AW, 


YOU, CLARK, ANO ten 
ON IT. 1 SN CANT Berieve 
COL, BARKER THREN NASH 
IN JAIL ag CONER WIS OWN 
Fi 


COL, BARKER 
1S A NER DANGEROUS 
AND POWERFUL MAN, 

WES, THE GOOD COLONEL 
HAS HIS OWN AGENDA 
AND TM GOING TO 
ENERITHING T : 
MWe SUNINE “Ts 
WE SURNIN \ 
MESS. 


REMEMBER NY 
BASIS METEOROLOGY, 
WE Stour ANE 
SOME THUNDER 
AGOUT.., 


THE FUR 
RUNAWAY NUCLEAR CARRIER, OF MOTHER, 
AND WNE COULD Use NATURE, WHERE'? 
JOUR HELP, me raEIsONeR 


BORE, ANY NAN. 
BRIN 


. 


We SHOULD CHECK WITH 
SPIKE TO SEE HON THE TEAM 
1S DOING IN_ELKSDALE. 


war Te Ampernt a. ~ 
M PRETTY BUSY, / 

NOW, 1F 400 HANENCT 

FIGURED IT 
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TH 
MILES FROM ELKEVALE, 
NEIADA, AN? THEY err 


\T LOOKS TO BE IN 
Reo. SAV SHAPE. THAT 
ee THE NANIGATIONAL 
NTROLS ON THE AuTO- 


Zone IME TRACE OF 
ORIGINAL ROUTE 
AN? EN?S uP AT ane 
DETONATION 4 


“WAND THE MACHINES 
ARE PERFORMING LiKE 
A DREAM,” 


"AND tT 
WwoK Goo 


) ; == 5 


DON'T 
oe 


HOME 
BASE, IT WOKS 
LIKE THE CARRIERS 


WE WERE 
? AERAID OF THIS. 
WHERE 15 THE 
. NEBHICLE HEADING 
. NOWZ 
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AMPER-- 


LOOKS 
TO ME LIKE THE 
NAVIGATIONAL SYSTEMS 
MAN HANE KICKED IN 


LOCATION. THE 
TRANSPORTS 
Wi BE THERE 4 
SHORTY. ff 


FIGURED 
IT WASN'T 


ANHERE'S THE 
RUNAWAY 7 
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"WERE IN LUCK FOR A CHANGE. § 
THE TRANSPORT 1S NERY CLOSE 
TO A DESERTED TOWN INTHE 
ARIZONA DESERT. 


KG 
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Inked by Nathan Massengill 
Colors by Network Inc. 
Lettered by Ken Bruzenak 
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| Blast Corps comic serializa- 
| tion produced by Dark Horse 
| Comics, Inc. 


.j Based on an original story by 
Leigh Loveday 


"THE TOWN IS CALLED TUMBLE GULCH, 
ANO IT'S BEEN A GHOST TOWN FOR 
WEW ONER TEN YEARS. THAT NOULZ 
BE THE PERFECT PLACE To SHUT 
DOWN THOSE BOMBS. 


"WiKE LSAIP TO 
WESLEY, EARLIER... 
BRING ON THe 
NUK 


u 
. 


HELP WITH THIS MISSION, 
PROFESSOR * 


800-862-0052. 


Dark Horse Comics and the Dark Horse logo are registered trademarks of Dark Horse Comics, Inc. All rights reserved. 
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comic book specialty store near you, phone 1-888-266-4226. Or, to order directly from Dark Horse, phone 1 
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sig Fou CHALLENGE #1 


Were TO se 
FRASE RECORDS FOR THIS COURSE 


TUNE noun ee MARIO KART 64 


Ladies and gentleman, feptiles and apes—Start your, 
engines! Welcom@jitosthe rolling start of the Arena’sjMario 
Kart 64 Challenge Circuit. How*fast_can you rip up Luigi 
Raceway? Know any good shortcuts? You'd better start look- 
ing if you want to be dite,of the top 25 qualifiers who win 
four Super Power Stamps. Usélyour turbo boost and power 


Slide skills, then snap'a photo and mail in your best time today! 


CHALLENGE #2 _Wlicrtcrry 


RANK LEVEL RIDER TIME 


WAVE RACE 64 “=f HARD NAL 1'38°186) 
<i& EXPERT R.H 1'41°6 48) 

The Wave Race 64 Challenge Cireuitsurfs into Twiligh€City && EXPERT NAL 1°44" 79 34 

this month. Are you-g0ing-to. besinethe-center of the»Arena EEN 

spotlight or will you beblinded by. the.brght lights in.thesbig: =e 

city? Configure yourtiffieStrial settings for three lapsy*cus? ak NAL 0°31°703| 

tomize your watercraft and:keep. calm. Was that.a hint? You 

bet your watercraft! TH@%fastést 25_racers williride away with four Super Power Stamps;"g6od for 


cash off the cool:summer gear in the Super Rower Supplies Catalog. 


1°35°991 


tl 1. odne 

YOU ARE OUSLY 
Quite REL 1 ep. 
GOOD HUNTING. 


ve tobe areal 
Give me and “see eh. 


Bees 


THE SECRETS OF TIME TRAVEL AND KOOPA THE QUICK 


When we introduced the challenge for the fastest times against Koopa the Quick in Volume 93, a 
handful of resourceful players found a way to beat this speedy turtle without using a second on the 
clock. The trick is to grab the Wing Cap, leap over Koopa the Quick without talking to him, and fly 
into the cannon on the ground. Shoot for the cannon in the sky and land without touching anything 
but the cannon. Now shoot to the flagpole on top of the mountain, grab the flag. Give it a try! The fol- 
lowing gamers Weré tricky enotgh to beat/Koopa in nothing flat: 


Tom Batchelor” Kiester, MN Billy Kinnersley “Lawrence, KS 
Bennet Beach Las Vegas, NV Ken Lopez Santa Barbara, CA 
Joey Bernardi Palatine, IL John MacKenzie Rollingstone, MN 
Jonathan Bernies Montmagny, QC Moises Munoz — Santa Barbara, CA 
Greg Caton Marathon, FL Bill Niessen Vancouver, BC 


Whan Choi North Andover, MA Zach Ruhe Henderson, NE 
Brandon Horton Collinsville, VA Arash Sherbuf Cupertino, CA 
j Brian Kendall —_ Evanston, IL Greg Striemer Lake Park, MN 


= 
D WiNTENDO POWERBl. J Luke Kessler Lake Shore, CA David Wonn Gahanna, OH 


ARENA 


SUPER MARIO 64 Ricky Williams Georgetown, KY Mile Bicanie Maspeth, NY 21 
Collected 151 coin Big Boo’s Haunt Daniel Yovino Land O’ Lakes, FL Brett Dooies West Palm Beach, FL 21 
(Volume 92) Aniello Zampella Bayonne, NJ Ricky Gore Lee, MA 21 


Berkley Almarode Hopewell, VA iel Zuck Lewiston, ID Zach Lark Northwood, OH 21 
Josh Anderson Detriot Lakes, MN Charlie Autem Poulsbo, WA 20 


Seth Barrister Carlsbad, NM WAVE RACE 64 Kevin Perich Cockeysville, MD Al 
Gregory Bonhomme _ Tampa, FL Best Times for three laps around Southern 
Scott Bowers Easton, MA Island (Volume 94) SUPER MARIO 64 
Zach Boyt Coraopolis, PA Tommy Yoder  Ridgeley, WV 1:14,189 Top times on the Princess's Slide 
Will Cahn Woodmere, NY D. Delgadillo Tulare, CA 1:21.010 (Volume 91) 
Michael Camarata Grand Prairie, TX M. Ashworth Nashville, TN 1:21.050 Michael Brulotte Grande Prairie, AB 0:16.00 Hs 
Jonathan Carreau Modesto, CA A. Wollschlager Fort Lauderdale, FL 1:21.650 Eric Dayday Virginia Beach, VA 0:16.00 ; 
Michael Clark Pelzer, SC David Hosaflook Springfield, VA 1:21.667  & Redfearn Vader, WA f 0:16.00 f 
i Andrew Connolly San Jose, CA Ryan Howell Regina, SK 1:22.332 aaron Rosier West Alexander, PA 0:16.00 
{ Michael Cuoco Levittown, NY Dan Britton Owen Sound, ON = 1:22.755 John Rubino Livingston, NJ 0:16.00 
i Danny Dingmann Richmond, MN Barry Cordes St. Louis, MO 1:23.310 Ricky Bogatek — Nobleton, ON 0:16.10 
fj Joe Doheney Bridgewater, MA Cameron Bell _ Florence, SC 1:23.378 Ryan Bolton Danville, IL 0:16.10 
i) Chris Estes Batesville, AR Brent Young Linn Creek, MO. 1:22.952 Jason Cromer Goleta, CA 0:16.10 
a | Taylor Ferwetti Hamilton, ON Erik Voss Rancho Murieta, CA 1:24.263 Justin Goode Greens Fork, IN 0:16.10 
fi Neal Finne Richland, WA Syama Mattson Elfland, NC 1:24.324 Jesse Grimes ManassasaVA 0:16.10 
2 i Wesley Foster Mesquite, TX Jonathan Col¢n Suffolk, VA 1:24.592 Ben Newswanger New Holland, Pp 0:16.10 
ma a Shane Garza Grand Haven, MI John Regan Walpole, MA 1:25.712 Charles Brown Coal Valley, IL 0:16.20 
if Blake Goodman Victoria, TX Chris Schouten Hemet, CA 1:26.089 Jesse Couch Nelson, BC 0:16.20 
i fab si, ee Jason Fortes Redding, CA 0:16.20 
Scott & Eric Hoftheiser Simi Valley, CA WAYNE GRETZKY’S 3-D™ wonatiga yall Chesapeake, VA 0:16.20 
i Ye Tony Tantikul Moorpark, CA 0:16.20 
| Kenneth Hornyak West Jefferson, OH HOCKEY Will Byron Port Jefferson Stn., NY 0:16.30 
| Jason Kauczka Kingston, PA Most goals in a 20 minute period against \jathan Charlton Downey, CA 0:16.30 
1) Kevin Kibler Tonawanda, NY the computer (Volume 94) Scott Contios Badeewater MA 0:16.30 
1) Ian Koelliher Chatham, NJ Colin Yeakle _Fairfield, OH 62 Whitney Gunter Dallastown, PA 0:16.30 
| Matthew Lewis Orlando, FL Joshua Rexhausen Cincinnati, OH 46 Michael Gyengo Huntsville, AL 0:16.30 
2 / Vince Little Kenosha, WI Michael Grote Cincinnati, OH 43 Tim Joshinsky — New Berlin, WI 0:16.30 
| | Brad Longoria New Braunfels, TX Ryan Morris Little Rock, AR 40 Toby Laine Chino, CA 0:16.30 
> § | 4 Eric Lopez Dallas, TX Ty Bemis Southwick, MA 34 Larry Marsh Rio Dell, CA 0:16.30 
_) James MacDonald Whitehorse, YT Ryan Otto Pierce, NE 33 Josh Prewitt New Braunfels, TX 0:16.30 
Grant Martin Oakville, ON Jesse Thornton Point Pleasant, WV 31 Derek Redfearn Vaden WA 0:16.30 
{ Graham Matthews O’Fallon, IL Todd Reschke Suffield, OH 30 Eddie Schluter Loxahatchee, FL 0:16.30 
ij Corey Mattison New Hartford, NY Brandon Warren Dixonville, AB 30 M. Sutherland — Madison, NJ 0:16.30 
e b| Daniel Milian Tampa, FL Pierre Comtois St-Madeleine, PQ 29 Marek Wiacek Kent WA 0:16.30 
. F Mike Moeller Pittsburgh, PA Brad Bournival Manchester, NH 28 Steve Blank Waterford PA 0:16.40 
i Willie Navarre Crowley, LA Dan Moore Edwardsburg, MI 28 Shane Garza Gand Hien MI 0:16.40 
i Charlie Ng Oakland, CA Tom Moore Edwardsburg, MI 27 Jonathan Loken Seattle, WA d 0:16.40 
i Christian Potvin Beauport, PQ Adam Vancil Loyal, WI 27 Tyler Mason Seattle, WA 0:16.40 
i Tyler Reynolds Richland Springs, TX Denzil Villarico Colton, CA 27 Matt Miner Papillion, NE 0:16.40 
Ch 19) Nathan Rugg Montgomery, IL Troy Bernhardt Maple Grove, MN 26 Nathan Rugg Montgomery, IL 0:16.40 
a | Dusty Roberts Hamilton, OH Joseph Burgess Skaneateles, NY 26 Jeffery Slemmer Perkasie PA 0:16.40 
i 1 Joe Sanabria Hamburg, NY Anthony Carter Knoxville, TN 26 Bob Smith Middletown, ct 0:16.40 
Luke Schirmer Maplewood, MN Chris Frelich Livingston, MT 26 J. Tirschmann — Manitouwadge, ON 0:16.40 
Jimmy Sears Oklahoma City, OK Josh Hucul Lake Orion, MI 26 ‘Garlos Torres Bronx, NY 0:16.40 
Nick Sepi Holtsville, NY Yassine Akrout Austin, TX 25 Emilio Rossal Los Angeles, CA 0:16.40 
Troy Sherman Gulliver, MI Joe Tiano Merrimack, NH 25 Kenny Wang South River, NJ 0:16.40 
Midori Sigeti Kalamazoo, MI Gaelen Bennett Stillwater, MN 24 C. Wilson Bronx, NY 0:16.40 
j Jefferey Sipko Calgary, AB Steven Cope Gallatin, TN 24 Bruno Bilodeua_Vimont, QC 0:16.50 
df Michael Sober Larkspur, CO Michael Goff Tampa, FL 23 David Bushey Washington DC 0:16.50 
: Jonathan Sturak Hazleton, PA Matt Andrews — Edgerton, WI 22 Johannes Schiefer Cincinnati, OH 0:16.60 
\ | Andy, Taylor Crown Point, IN Benjamin Burn Bowie, MD 22 Chris Heise Wyandotte, MI 0:16.70 
. i Stephen Truman Grand Rapids, MI Adam Hollander Needham, MA 22 Vince Daclan Manteca, CA 0:16.80 
>} Geoff Tuttle Fountain Hills, AZ Patrick Oster Gurnee, IL 22 Matt LeVick Blair, OK 0:16.90 
a Evan Vargas Keller, TX Adam Pallesen West Palm Beach, FL 22 ‘ 
i Kevin Waddell Poulsbo, WA Doug Smulik Rural Valley, PA 22 
Write your name, address and Member Number on Include your Super NES in the photo of your high Address entries to: 
the back of your photo. Challenges in this issue must _ score. Dim the lights and then take a few photos POWER PLAYERS’ ARENA 
be received no later than August 10, 1997. The top _ without a flash. If you're taking a photo of a Game PO. BOX 97033 Fi 
. 2 A qualifiers receive Super Power Stamps. Boy, place it on a flat surface. REDMOND, WA 98073-9733 a 
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RINEMAS TER HERE! 


7 CAN 
BEAT You WiTH No 
HANDS TiED BEHIND 
My BAc¢! 


AT iNTERVLAY 


i ed 


We’ll|send| you fo 


the ayWNrS ae minds behind|the Clay Fighters, 
and they/Ilimake a maquette fighting figure out of you: 


win Clay Fighter 637/s from 


LADY LIBE 
e Clay Fighter 


es for your N64! 
ee od 


LZ mel 
Prize 
5 Winners 


RTY MAGQUETTES! 
6ai/s for your NS® 


YOUR VOTE 
counts! 


OFFICIAL CONTEST RULES 


No purchase necessary. To enter, 
either fill out the Player's Poll 
response card or print your name, 
address, telephone number, Vol. 98, 
and the answer to the trivia question 
ona plain 3 1/2” x 5” card. Mail your 
entry to this address: 


NINTENDO POWER 
PLAYER'S POLL VOL. 98 
P.O. BOX 97062 

REDMOND, WA 98073-9762 


One entry per person, please. All 
entries must be postmarked no later 
than August 1, 1998. We are not 
responsible for lost or misdirected 
mail. On or about August 15, 1997, win- 
ners will be randomly drawn from 
among all eligible entries. By accept- 
ing their prizes, winners consent to 
the use of their names, photographs, 
or other likenesses for the purpose of 
advertisements or promotions. on 
behalf of “Nintendo Power” magazine 
and Nintendo of America Inc. (NOA) 
without further compensation. Prizes 
are limited to one per household. 
Chances of winning are determined by 
the total number of entries received. 
The ratio of prizes to entry cards dis- 
tributed is 56:1,000,000. No substitu- 
tion of prizes is permitted. All prizes 
will be awarded. To receive a list of 
winners, send your request to the 
address above after August 31, 1997. 
GRAND PRIZE: The Grand Prize Winner 
will win a trip to visit Interplay 
Productions in Irvine, California, a 
sculpted caricature of him- or herself 
created by Clay Fighter 631, artists, 
and Clay Fighter 631, for the N64. If 
under 18, the winner must be accom- 
panied by a parent or guardian. Hotel 
accommodations and round-trip air- 
fare are included. Exact dates of the 
trip will be determined by NOA. 
Estimated total value of all prizes is 
$3,000. Some restrictions apply. Valid 
only in the U.S. and Canada. Void where 
prohibited by law. Not open to employ- 
ees of NOA, its affiliates, agencies or 
their immediate families. This contest 
is subject to all federal, state and 
local laws and regulations. 
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JULIA COATES 


he Junkyard Gun Pods are devastat- 
T ing when you play the game on Hard 

or Jedi Level. Especially if you're try- 
ing to collect the sixth challenge point, 
which appears just before you arrive at the 
second covered train in the stage. Luckily, 
there is a safe spot. Stand in the center of 
the flatbed car and kneel down. If you’re 
crouching in the middle of the car, all the 
pods will shoot over your head and bare- 
ly miss you. 


Healtn taser 

The Gun Pods near the sixth challenge point in 
the Junkyard are tough to beat, especially when 
you're playing the game on Hard or Jedi Level. 


ia) 


s soon as you can move, run 
directly behind the AT-ST Walker. 
The Walker can never hurt you if 


you stay behind it. Since your blaster 
won't damage the heavy armor on the 
AT-ST's feet, shoot the AT-ST repeatedly 


a Saal 
At 7 

=H J 2 = = = 

You're fried Wampa meat if you stand in front of 


the AT-ST. Play it safe and keep running behindit. 
© wirenoo rower 


HOW DO 1 DEFEAT THE 


in the back of} 


the control cabin to dam- 
age it. The Walker flashes as it takes 
damage. Some gamers can’t figure out 
how to point their blaster up at the 


cabin. Hold the Z Button and move the 
Control Stick until you're pointing up at 


Jump up to fire into the rear of the main fuselage. 


AT-3T WALKER If 


90 
Health 


If you stand in the center of the flatbed car and 
kneel down, all of the gun pods will shoot over 


you. This won't work in all areas. 
? ) 


ECHO BASE? 


the back of the AT-ST Walker. Shoot 
once or twice, then chase the Walker. If 
you can’t line up for a clean shot, keep 
running behind the Walker until you see 
an opportunity. The AT-ST explodes 
when its damage meter reads zero. 


Health 


Hold the Z Button and Move your Control Stick 
until your blaster is pointing at your target. 


/ City Arena leave their tread marks on 
the backs of more than a few gamers. 


You'll fight the cars one at a time. Dodge 
the car’s missiles by running behind the 
vehicle, then return fire with your best 
weapon. The cars will flash when you hit 
them. Since you can’t outrun the cars, 
keep your distance and move along the 
perimeter of the arena so you have time to 
react when they shoot at you. 


PTUROE: 


DINOSAUR HUNTER 


he two Armored Cars in the Ancient 


HOW D0 DEFEAT THE CARS In THE ANCIENT cre? 


Be a tailgater! The Armored Cars will only fire 
their missiles at a target in front of them. 


You'll have more time to react and avoid damage 
if you remain along the edge of the Arena. 


WHERE [5 


he Warp Zone is in the lake in the. 
Treetop Village. Look for a secret 


cove near the save point. This hid- 
den area does not show up on your auto- 


This hidden cove is off your auto-map. Follow 
the left wall from the save point at the lake. 


memap feature. but att can find a watery 
passage leading to it if you swim along 
the left wall after you leave the save point. 
Swim through the passage backwards 


Swim to the waterfall, then backtrack through 
the passage until you can't see it anymore. 


until the waterfall + near r the save point 
fades from view. If you stop and tread 
water long enough, the Warp Zone will 
appear directly beneath your feet. 


It will take some patience, but if you're treading 
water in the right spot, you'll see the Warp Zone. 


WHERE [5 THE GRENADE LAUNCHER? 


al 


he Grenade Launcher is in The Ruins. 
T From the beginning of Level 4, swim 
through the water and follow the left 
wall. Dive down until you reach the under- 


water cave with the teleporter. Teleport and 
work your way to the next checkpoint. 
Leap from platform to platform until you 
reach some vines. Clamber up the vines 


and follow the trail to a tree. Face the tree 
and make a running leap to the tiny plat- 
form across the ravine. If you make the 
leap, you'll get the Grenade Launcher. 


From the start of Level 4, dive into the water and 


From the checkpoint, leap from platform to plat- 
follow the left wall to the underwater cave. 


form until you see these vines on a rock wall. 


Climb the vines and follow the trail to a tree. 
Leap across this ravine and claim the launcher. 
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ou can’t find this secret course until 
y you have the key to the third floor and 

you've collected at least 50 stars. 
You'll earn the key when you defeat Bowser 
in the Fire Sea. On the left hand side of the 
giant clock you'll find a large square open- 
ing in the wall. Enter the corridor and drop 
down the hole. To complete this course, 
you'll need to use your Wing Cap to collect 
all eight Red Coins in the level. 


any players see a cave as fey start 
iil Tall, Tall Mountain, but few figure 
out how to get to the entrance and 
collect the stage’s fourth star. Follow the 


You can collect another star if you figure out how 
toreach this small opening in Tall, Tall mountain. 


ou can fling Boweer into a bomb 
Y when you don’t have to throw him 
too far, so try to lure him towards a 
bomb on the edge of the battlefield. As 


It's easy to fling Bowser into a bomb if you don't 
have to throw him too far. Lure him next to a bomb. 


© NINTENDO POWER 


You'll need 50 Stars and the key to the third floor 
to find the Wing Mario Over The Rainbow course. 


ant up gig one of a mountain antl you 
reach a log. Roll the log to the left and con- 
tinue up the path until you reach the water- 
fall. After you make the jump across the 


After jumping past the waterfall, jump into the 
wall next to the fourth twirling coin in the path. 


Bowser starts to jump, run to the opposite 


end of the platform. This precautionary 
move keeps you from sliding into the lava. 


Bowser always stops to catch his breath 


Don't get burned! Retreat to the opposite side of 
the battlefield when Bowser leaps into the air. 


Look for the opening on the left side of the clock, 
then drop inside the hole and enter the course. 


gap next to the waterfall, you'll find a string 
of five twirling yellow coins. If you jump 
into the wall next to the coins, you'll land 
on the ledge in front of the cave. 


Once inside the cave, you can slide along the 
slick cavern floor until you reach the star. 


er running at you. This is when you want 
to grab him by the tail and throw him into 
a bomb. Bowser surrenders the Third Floor 
key when you blast him three times. 


Bewsacts isa ittleo out utof shape. Grab his tail 
whenever he stops to catch his breath. 


ou'll earn a bonus life when you 
Y-. 20,000 points and you'll 

accrue an additional life each time 
you raise your score by 30,000 points. 
The best way to earn extra lives is to 
stand in a corridor where enemies are 
charging onto the screen and blast away 
by holding down the B Button. The high- 
er the point value of the enemy, the 
sooner you'll rack up the lives you need 
to continue your mission. 


Every level in Operation C has at least one corri- 
dor where unlimited enemies will charge at you. 


HOW DO 1 DEFEAT THE ALIEN SPIDER? 


a) 
here’s a secret safe spot inside the 
T Alien Spider’s chamber in Stage 
Four. As the fight begins, walk down 
to the bottom of.the chamber, then all the 


e Alien Spider's minions and lasers make Stage 
‘our a tough fight, but luckily there's a safe spot. 


T 


mn 


way to the left. Take one or two steps up 
and start firing. If you’re standing in the 
correct location, the spider’s laser bolts 
will shoot out in a diamond pattern and 


Stand in this exact location and the lasers can't 


hit you. Now take aim at the charging spiders. 


iF eatin tacit F bitrilamitesitaricericnt F Lite 


Hold down the B Button and blast away until 
you have enough lives to finish the game. 


barely miss your head. Keep firing at the 


rampaging baby spiders. Each time you 
destroy a baby spider, you'll weaken the 
Alien Spider and eventually destroy her. 


You don't have to hit the Alien Spider directly. She 
takes damage when you destroy a baby spider. 


2 mrdilon nee 


In the USA Call: 
1-900-288-0707 


O&A FAST FACT 


($1.50 per minute. Callers under 18 


need parental permission to call.) 


Or write to: Counselors’ Corner 
PO. Box 97033, Redmond, wa EEE SEEN 


IBA HANG TIME 


STREET FIGHTER ALPHA Q 


In Canada Call: 
1-960-451-0000 


($2.00 per minute, Callers under 18 
need parental permission to call.) 


CASPER 


Q: How do | save the player I just created? 

A: Plug in a Controller Pak before you turn 
your N64 on or it won't save your player. 

Q: Can! break a backboard? 

Al: Notin this game. (Can you do it in real life?) 

Q: How much time do | need for alast second 
shot? 

A: You must have half a second on the clock. 


Q: ls Akuma’s Bison Killer Combo in the game? 

A: Yes, but the move is now called the Raging 
Demon Combo. 

Q: Why does Dan sometimes flash when! 
execute Dragon Punches? 


Al: Dan will flash if you perform a Dragon 
Punch perfectly. 


: Hey! This door won't open! 
A: i you hear a buzzing sound when you try to 


: Imessed up ina puzzle room! What can! do? 
A: if you place a puzzle piece incorrectly, you can 


open the door, you've already completed 
that room. If not, make sure Casper is cen- 
tered directly in front of the door. 


press the Select Button and reset the room. 
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Disney's latest cartoon hif 1s Greek mythology’s brawni- 
est hero and Game Boy's newest pint-sized powerhouse: 
Labor with the strongman as;we toil through the 

adventure's nine levels to go from “Zero to Hero.” 


© 1997 THO Ine: 
© DISNEY. 


It’s the Stuff ‘that myths are. Fully-trained_as a warriot, Hercules saddles Pegasus to fly back 
made ‘of. ‘Hercules, a mere © to Thebes: Of course, Hades has, other plans for the hero. 
mortal with® god-like. «The underworld’s’ undertaker ‘has unleashed winged beasts»and 
stréngth, discovers that he’s lightning to. down Hercules. To ride off 
actually the son of Zeus~Mr. into the ‘sunset, snag the powerful’ Fire 
Lightnitig*Bolts doesn’t play Sword at thé first ledge after..the 
favorites, however, _*so pillar-tike ledges. 
* beforex Here. can join the PB cre 4 
gods oh Mount Olympus, he'll haveto.pfove himself f\ eS = 
by overcoming the’ ultithate workoutof near-impossi- Pierererereres a 
ble labors. Accompanied by the wise and 2 
helpful Philoctetes (and, snappy 
musics. from theraniovie); 
Hercules undertakes ‘his 
odyssey, first training on 
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the Islé of Idra to-bat- : 
uhave to'eat right if 


tle snakes,»scorpions 
" * you want to keep 
and other pests. = the title of 
“World's. 


Strongest. 
an: Seafood 


ral dkeep-you fit, 

=) ae, 0 revitalize your 
ei iaiits health by.catching the 

FADO POWER ; : / jumpy fish that spring 

Fl y , out of the water: 


Trekking through €entaur_ Woods, ~ Hercules, *- 
always the-hero, answéjs-a'Maiden’s cry for help. 
« . Tortesctie her-defeatethe woodland creatures by: 
: wielding your sword just, before they-attack. 
Since Hetc swings his blade back before _ 
» he jabs, it.will take an extra moment 
y : ae Station yourself a few steps away from 
the centaur and swipe relentlessly at him 
with your sword. When Nessus is no more, 
climb the vine by Meg and cut the ties 
that bind her. 


the st 
rubble when you plowinto_. =. 
them with 


~ Embarrassed to stay nth es. whére the villagers" z 
“scoff at his*amateur heroics, Hercules* wanders , a 
into, the Hydra’s'lair. With help from the:map on [ay 
_ the right, guide the’ crestfalfén hero, through the 
oS labyrinth to meet the Hydra and find redemption. * 


+ 


»: Hercules’stomps.on the - TATE 
smaller sections of.the cavern flo he can smash the 
shaky ground and break on through to:the other. sit 

*~ forge deeper.into the Valley of the Hydra. Pa 

= ~ v 33 * 
ar 


Avoid getting boxed in'by charging through 4 i a ke eR ott) oe 
the right wall of the cavern. When you j oe z ‘ 
storm to the other side, the Hydra will a J es 


rear its ugly heads—three to be exact. 
Dodge their fireballs, then climb onto a 


eee i @eO @ @:e@@ 
head to stomp it out of commission. ~ 
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HERCULES’ PATH © @ @ @ 
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t After Perctiles Says tha Hyclfa, Herétiles- mania sweeps Thebes Se mighty | 
mortal’s heroism ‘entrances the entire City. To further test his courage, .| 
Hercules sets offsfor Stymphalus, whére he must: @xterminate the countless 
birds that -plagiiest the towns Once he’ s cleaned out the’cgop, the-town’s wall 
will” ‘lower and Herc.can nove on ‘to bravely wrangle .with-more snakes 


“and’skeletons. ee ee eo 


With: heroisra comes ‘endorsements Sad mer: 
chandising-- In honof of ‘Hercules, enterprising 
villagers concoct the sports drink,, He rculade. 
“ifthe muscle man’s:on his last legs, replenish his 


Medusa 


Medusa.can stare 
holes through you 
with her arrow- 
launching eyes, so 
climb the rope to 


health with Hereulade—a fews will keep you 
fit to. fight your _way = 
to Medusa: Ps N 


avoid eye contact: 
When she's not 
looking, give the 
hideous gorgon 

a makeover by 
chopping off her 
snake-hair. 


ee dee | 


= eeee ew? 


The low passageways 
=~ | often lead to. dead ends, so 
~~ || vie for the upper routes and 
jump over the-pits to effi- 
a Sy navigate the cave. 


cakes 


Herctlles’ next labor is to defeat thé Minotaur that’s locked inside ~ 
the confines of the Labyrinth of Crete. Compounding the task into 
even more of a herculeanchallenge are the. dizzying maze, and its, 


of skeleton and:shadow. warriors. 5 
. sii 
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Minatour 


The Minotaur meets its match 


when Hercules plays toreador to 
prove just how heroic he can be. 
When the raging bull rushes you, 
slash at it with your sword. The 
Minotaur will bullishly bully you 
again by stampeding, so keep 
your sword swinging. 


"POWER 


> Philmay bea wisécracker, but when 
# he tells you to'let the owls be*your 
== guide, heed his advice. If you enter. ~ 
the.doorways that have owl pictures 
3 adorning them, you'll be on-the right~ 
“NY ‘track to reaching the Minotaur-at the 
maze’s end. If you'don‘t'give ahoot- 
> ‘and take a wreng-turn, hit Select to 
view. your-map. 


“To free Meg from. Hadés, Hére agrees to give up his*power ‘ 
,. Hades takes advantage of.the deal by-unleashing*the titans:to: destroy » 
Thebes and the gods. Weakened, Herctiles neverthéless tries to save the city ,/ 


The tubby Cyclops apparently compensates for his | 

~ of depth perception by wildly charging his 
4 y : victims until he makes contact. Dodge his advances 
HIELD (s) 


climbing onto the column's pedestal. When the coas: 
clear, drop down and mount 4 
a tummy attack by swinging your sword at his 


HERCULES’ PATH) vulnerable belly. 


Swiftly. fly Pegasus 
through the skies.to 
dodge the bolts of 
lightning that rip 
5 thfough the clouds. 5 
2 “i ‘ 3 Toavoidgettiig _ 
Herc regains his strength instime to, free the~ Bad Eel the . 
gods =di f + FRe 6 3 Seo _ |} shields that rain 
gods -on Mount Olympus. As Tre gallops ae Beem rom thesky. 
Pegasus to the summit, Hades blitzes them with ‘ fe 
a stormy assault of wingéd baddies and Tornado 
- Gods. Be ‘sure to..have.the 
Fire Sword, because while 
Herc’s riding “Pegasus,. 
the blade can. launch fireballsé 
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Gods 


The Tornado Titan's 
about to swallow the 
heavens. The twister 
spins out missiles to 
thwart your hei } 
but the projectiles 
travel only laterally. 
Hover beneath the eye '} 
of the storm and blast 
the titan’s face when 
it whirls your way. 
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To become a wampa»-you must be playing at least on the 


Nintendo Power just obtained ultra-secret codes for Star Medium difficulty level. Inthe Escape From Echo Base stage, 
Wars: Shadows of the Empire straight from the developers at press Left on the Control Pad and the right C Button simulta- 
Lucas Arts. These codes allow you to. control an AT-ST, an neously, and then press Up on the pad. Use the right C Button 
Imperial snowtrooper and even a wampa! To use these codes, ~~ to switcMibetween Dash and the wampa. As a wampa, press 
you must enter “-Wampa--Stompa” as your name at the Left, Right and“Wp on the Control Pad to move and press 
beginning of the game. The dashes are spaces, andsthere are Down to swipe at enemies. 

two spaces between Wampa and Stompa. Will you turnito the 
dark side and fight for the Empire, or will you stand with the 
Rebels against €vil2slt’s up to you! 


To drive am/AT-SII inthe Battle of Hoth, play through the bat- 
tle until the AT-STs appear. Press Left on the Control Pad (ndt” 
the Control Stick) and\the right € Button simultaneously and 


‘ You can’t open.the wampa cage The wampais slow; but it’s also 
then pfess’Up onthe pad Now ipresstright C to.scrollsthrough from theinside. Someone else _ very powerful. Sa 
the game views. The over-the-shoulder view of your ~ will have to do it. a A oe 


snowspeeder will be replaced with\an over-the-shoulder view ; 
of an AT-ST! Use the ControlsPad to steer and press Up on the c si See 
pad to firesYou"car direct'the'AEST’s attention in*aseneral To"become a showtrooperin Echo"Base, press"Right on the 


way, but it will fire at anything that crossestitslineofsight@ine== © ControhPad-and the righlC Button simultaneously and then 
the meantime, your snowspeeder will keep flying. You can press Up on the pad. Once again, use the right € Button to 


still steer it, the Control Stick, but you Wen’t know where switch views. As a trooper, press Left, Right and Up on the 
it’s going. 2 Control Pad to move and press Down to fire your blaster. 


You can shoot at other Imperial Your Controller must be on the The health andlaser power 5 Once you take over a trooper, he 
vehicles, but they will shoot default settings for all of these meters are for Dash, not the won't hurt Dash, evenif you 
back! Codes to work. snowtfooper. switch back. 
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Multiple Cheats 

This code activates a Cheat menu on the Options screen. 
Turn on your N64, and when the words “Midway Presents 
War Gods” appear, press Right, Right, Right, B, B, A and A. 
Available cheats include a handicap option, a stage select, a 
timer option and an Easy Fatality mode. In Easy Fatality 
mode, all Fatalities are executed with the same control 
sequence: High Punch, Low Punch, High Kick and Low Kick. 


PLAYER 2 SKILL ries 
) LEVEL SELECT + OFF 
» G&meE TimeR : on 

EASY FATALITY : on 


EXIT 


If the code is entered correctly, 
the screen will flash. 


In Easy Fatality mode, you 
must still stand at the proper 
range for each fatality. 


(> 


Features Menu 

To make the Features menu appear on the Options screen, 
enter ?TJLBDFWBFGVJVVB as your password. This menu 
gives you the following cheats: Warp (using this stage select 
cheat is the only way to reach Levels 25-27), Invulnerability, 
Weapons (all weapons and full ammo), Health Boost and 
Map Everything (shows all the areas and most of the secrets 
of the level displayed). : 
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PRESS © TO Exit 


~ brings you back to the cave, 


The Features menu also 
appears if you get all the keys 
in Level 32 (Hectic). 


ay 


Activate Health Boost and 
Weapons whenever you need 
a quick refill. 
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Super Shortcuts 

Rev up your engines and set new track records with some of - 
the best shortcuts in Mario Kart 64! The D.K.’s Jungle 
Parkway and Kalimari Desert shortcuts are available only on 
the first and second laps of a race, and the Kalimari Desert 
shortcut is available in the Grand Prix and Vs. modes only. 
There are tons more tricks and expert strategies in the offi- 
cial Mario Kart 64 Player’s Guide, written by the pros here 
at Nintendo Power. This is a hot book, so you'd better scoop 
up a copy, if you haven’t already! 


Jungle, Pt. 1 


On your first or second lap of 
D.K.'s Jungle Parkway, turn 
around at the Starting line and 
head into the cave. Once 
inside, head toward the wall 
just to the left of the exit. 
Jump just before you hit. 


Jungle, Pt. 2 


Angle a bit to the left.as you 
jump. If you aim just right, 
you ll fall into a dark space. 
Lakitu will pick you up. If he 


head through the Finish line to 
advance to the next lap! 


Kalimari Desert 


If you have a Super Star, turn 
left at the second train cross- 
ing. Activate the star just 
before you enter the tunnel. In 
the tunnel, you'll advance to 
the next lap. At the exit, turn 
left to get back on the track. 


Rainbow Road 


Don't use a Rocket Boost off 
the Starting line. Steer left 
and aim yourself at the rail at 
about a 90-degree angle. Jump 
the rail around the third yellow 
tile. If you're lucky, you'll land 
on the track below. 
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Fives to Coast and Day to Night 
i 


7 used with the jet pack only. 
New York City to San Francisco 


In NYC, find a green building 
with a ground-level door. Fly 
inside to see an N64 logo. 


Miami to Seattle 


In the Florida area, look for a 
hangar with an open door. Fly 
right inside. 


Day to Night 


On Holiday Island, follow the 
river beneath the castle. Go to 
© an the end and bump the grate. 


you'd like a quick change of scenery in PilotWings, strap 
i | | on your jet pack and give these warps a try. If you're using a 
wen 4, Coast-to-coast warp for the first time, you must start out on 
evi) | the East Coast. Once the warp is open, you can fly through 

,, . it from either end as often as you like. These warps can be 


Fly through the building and 
out the other door. You'll 
emerge in San Francisco! 


Now turn around and come 
right back out. You'll be in 
beautiful Seattle, Washington! 


If you hear a tone, turn around 
and exit the cave. Day will 
have turned into starry night. 
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~~ 64 
Rah, Rah, Rah! 

Here are a couple of codes that will help keep your team’s 
spirits up and your opponents’ in the dumps. To pound a 
drum or blow an air horn, press any of the C Buttons after 


your team scores a goal. To boo the opposing team at any 
time, press any direction on the Control Pad. 


The Boo Code can be used 
only once per quarter, so save 
it for a strategic moment. 


You can play the drum or the 
horn from the time you score 
until the next kickoff. 


SUPER GA. 
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Cap In Hand 
This trick allows Mario to fly with two caps, one on his head 
and one in his hand. In Course 8 (Shifting Sand Land), let 
yourself be attacked by the Big Bird. Don’t pick up your cap. 
Stand next to the palm tree near the pond to warp to the 
Cannon. Warp back and forth a few times. Now head to the 
two-story stone building near the entrance to this course. 
Somersault or triple-jump on to the top of it. Hit the Red 
Exclamation Block to get the Wing Cap. Fly back to your 
original cap and pick it up. Triple jump to take off again. 


This trick can be done at any You can watch Mario as he 
time after you've picked up flies around, holding his Wing 
the first star in this course. Cap. Yippee! 


Pe 
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Easy Game and Demo Game 


This recently rereleased classic has players clamoring for 
codes once again. To play an “easy” game, press Start and 
then Select on the Title screen. To play on the demo screen, 
press and hold Up, Select and B on the Title screen. 


With the easy game, you can 
choose any save file. 


Cia 


Full Screen 


The demo game will freeze up 
after a minute or so. 


To get a better view of this rereleased gem, press Left or 
Right on the Title screen until a “1/2” symbol appears next 
to the “1 Player” option. Now press Start. 


» 1 PLAYER “4 
2 PLAYERS 


WY NINTENDO 


Press Left or Right on the Title 
screen to make a “1/2” symbol 
appear. 


Start your game as normal. 
The playing field will now 
take up the entire screen. 


Experts, shmexperts! If you've got an awesome tip or a killer code, send it in! 
We'll print your stuff alongside the pros’ codes. So what are you waiting for? 
Warm up your brain pans, crack your knuckles and press those buttons! 


To commemorate the rerelease of the game that ignited the 
street fighting craze, here’s a code that pits a World Warrior 
against a computer-controlled twin. First label all the fighters 
as F1, F2, F3 and so on. F2 will be the one duplicated. Start a 
match as F1 and let yourself lose. Continue as F2 and lose 
again. Now continue as F3, but press Start on Controller 2 as 
the match begins. You'll go back to the Player Select screen. 
With Controller 2, select F4. Allow F3 to win the match. 
Continue the game through the next four matches, allowing ( 
F3 to defeat F5 through F8. Continue the game again. With 

Controller 2, select F2. Once the match begins, do not fight | 


Twin Fighters (Player Us. Computer) | 


at all, and let the timer run out in each round. When the 
match ends, continue the game with Controller 1 and select 
F2. The next match will be between F2 and F2! 


Label all the fighters, from F1 


If the first match is Fvs. F2, 
through F8. reset your game and start over. 


If this trick is executed properly, 
F2 will end up in a match against 
an “evil” twin! 


If you win the match, the game 
may continue on through the 
“boss” stages. 
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1 to4 players simultaneously 15 missions 
Rumble Pak Battle Mode 


2 2 e £ 
action classic for 


Nintendo’s Star Fox 64 
breaks new ground by 
delivering a bone-jarring, 
breathless, space combat 
adventure that keeps you 
on the edge of disaster from 
Corneria to Venom. Mr. 
Miyamoto has said that this 
game includes everything 
he wanted to put into the original Star Fox for the Super NES 
but was limited by the technology. One of those innovations is 
the use of animated cinematic scenes with speaking charac- 
ters. Many characters in the game give you information and 
involve you with the story so that you feel as if you’re in the 
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middle of the action. Even 
more immediate is the 
sensation of being hit by 
enemy fire when the 
Rumble Pak accessory 
shakes the controller. One 
Rumble Pak is included 
with the game and the 
feedback really is impres- 
sive. (We were skeptical at 
first, but now we never 
play without the Rumbler.) 
At the heart of the action is 
a brilliant 3-D flying and 


driving engine. Your con- 
trol of the Arwing space 
fighter, Landmaster tank 
and Blue-Marine sub makes other shooters seem clunky in 
comparison. The action may take many directions since your 
path to Venom can be along one of many routes that link the 
15 mission locations in the Lylat System. For a break from the 
serious business of saving the universe, you and three friends 
can plug in for head-to-head duels in two combat arenas. No 


one will accuse Star Fox 64 of being just another shooter. 
Enter the battle this month in our Power review. 


é Excellent graphics and play control. Incredibly immersive. 
ea ‘ 
Rumble Pak raves. 


No stage save function. 


INTERNATIONAL SUPERSTAR SOCCER 64 
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Konami 


egsis 
Category 


Soccer 


AG) Grophics & Sound 


:) i 
& Play Control 
Challenge 
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Kay Rating 
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International teams 
Camera controls 


Ito 4 players simultaneously 
Controller Pak (61 data pages) 


The world’s game comes to North America in style. 


Quite possibly the best sports video game ever made, 
Konami's International Superstar Soccer 64 has received 
rave reviews from Japan to 
Europe, where players take 
their soccer very seriously. 
It’s not that ISS 64 looks so 
much better than other 3-D 
sports games, which just 
goes to prove that graphics 
aren’t everything. This 
game simply out-plays the 
competition. The interface 
between on-screen player 
animations and your con- 
troller is so intuitive that 


you're a part of the game. 
Players react intelligently 
to your commands and 
actions, just as they would 
in a real soccer match. The North American version of the 
game includes international teams and an English 
play-by-play announcer. Other than 
that, this is still very much 
the J League Perfect 
Striker game of which 
you've heard so much 
praise from the staff at 
Nintendo Power. Soccer 
and sports fans of every 
stripe shouldn’t miss this 
game. It’s one for the 
record books. 


language 


Excellent, intuitive game play and control. Some of the besy Alin 
any sports game. Synchronous play-by-play. 


= Real player names not used. Number of special moves is limited. 


you immediately feel as if ||* 
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sunranse® Category 
Tourname' 


Grophics & Sound 


Play Control 


Challenge 


Theme & Fun 


i feeg Rating 
10 fighters 
3-D rotation ra Teen 


lor 2 players simultaneously 
No Controller Pak option 


Big weapons and wanton destruction. Dark 
Rift delivers the goods. 
Vic Tokai’s first N64 title 
has the look of a thor- 


oughbred. The design 
team at Kronos did great 


things with the animation, 
lighting and backgrounds, 
plus the moves are cre- 
ative and exciting. The 
game takes the form of a 
pretty standard 3-D tournament fighter, but includes 
weapons and variations on the traditional controller set up 
that makes it both easier and harder to play. The A and B 
Buttons control specials and distance or projectile moves 
while the C Buttons control 
kicks and punches, which 


often make use of weapons 
as part of the kick or punch. 
Unfortunately, activating 
some specials seems to be 
more a matter of luck than 
skill because the controls 


are overly finicky. Perhaps 


the most interesting innovation in Dark Rift is the form of |? 


the Al. Computer opponents recognize repeated moves 
and react intelligently to defeat or counter them. You may 
not notice this scary ability in the first rung or two of the 
tournament ladder, but pretty soon you'll find that a one 
dimensional attack strategy will be met with brutal force. 
You have to mix things up and be inventive. As for the 
characters, they range from human to very alien, and they 
all look cool, as do the fighting arena backgrounds. This 
month, Nintendo Power goes inside the Rift to help you 
come out the other side as a winner. 


e Great animation and cool moves. 


=) Play control seems uneven. 
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1Player 
Passwords 


9 stages 
Super Game Boy enhanced 


finds a home on Game Boy. 


The seven labors of Hercules 
were cake compared to this. 
Well, maybe not cake, but 
THQ‘s Game Boy action pak 
based on_ this 
Disney animated feature will 
require some heroic effort 
on the part of would-be 
champions. Hercules wields 
one of several swords or fights bare-knuckled as the gods 
intended. One song in the game is taken from the Disney 
film, as are some of the 
characters, but the adven- 


summer's 


ture here is pretty stan- 
dard side-scrolling action. 
His journey takes him to 
dangerous stages where 
he encounters such_vil- 
lains of the ancient world 
as Medusas and Centaurs 
and Gorgons. Oh my! No, this isn’t Kansas, and you'll won- 
der if it’s really ancient Greece when you catch sight of such 
items as Hercules’ sports 


to heal up the hero. What 
were the developers think- 
ing? That had 
an endorsement contract 
with Gatorade? But silly 
items aside, Hercules pro- 
vides some action-packed 
escapism if not epic adventure. Turn to this month’s Power 
review to see more of Hercules. 


Homer 


\ wD Fun theme. Movie tunes. 


cs) 


Poor hit detection leads to unnecessary damage. Some very 
short stages. Slow animation. 
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water bottle, which is used | 


BLACK BASS 


TS, 


1Player 
Originally released in 1993 


The 


Believe it or not, Super 
Black Bass ranks as one of 
the most consistent top-sell- 
ing Super NES games of all 
time. For years, this fishing 
simulation ranked in the top 
20. What's so special about 
Super Black Bass? There's 
quite a bit of strategy to 
catching lots of bass. Your selection of lures and locations on the 
lake, depending on the weather conditions and time of day, can 
greatly influence the quality of your catch. The mechanics of 
fighting the fish also makes intuitive sense, unlike some other 


bass games. Finally, the realistic graphics allow you to see the | 
fish in the water, which helps build up excitement. If you're an | 


angler, but you want to enjoy the sport from the comfort of your 
own home, you can’t go wrong with this catch. 


@ Good graphics and play control. More involving than you might think. 


@ 


Landing fish is more challenging than in reality, and it takes an 
unrealistic amount of time. 


Board Game 
u atta 


No save feature 
Originally released in 1992 


to 6 players alternating 
5 skill levels 


Whodunit? Clue, that’s who. 


The popular board game of murder most foul showed up 
on the Super NES about five years ago, but the classic 
game of Clue never goes 
out of season. With the 
rerelease of this game 
from Majesco, players 
can take on the identity 
of Miss Scarlet, Professor 
Plum, Colonel Mustard, 
Mrs. Peacock and all the 
other usual suspects. 
Your goals in Clue are to figure out who killed Mr. Body, 
what weapon was used, and where the horrid act took 
place. If you guess correct- 
ly, give yourself a sleuthful 
pat on the back. As in the 
Super NES version of 
Monopoly, the chief bene- 
fit of playing the game on 
your TV is that you don’t 
have a mess to clean up, 
you can play even when 
you're alone, and you won't run out of those pesky clue 
sheets. The problem is that it’s actually a slower game 
than the old, primitive board version. An even bigger 
problem arises if you are playing with more than one per- 
son when you have to look at your cards on the screen. 
You just can’t improve on some things. 


@ One player games are possible using computer players. 


It's still more fun using the original board game. You can't hide your 
cards from other players. Slower than the board game. 


NOPOLY 


Parker.Bros./Rereleased by Majesco/4 Megabits 


Board Game 


3. jana 


No save feature 
Originally released in 1992 


Ito 8 players alternating 
Computer players 


Who says there’s no such thing as Free Parking? 


Parker Bros.’ classic board 
game first appeared on the 
Super NES back in 1992. 
Thanks to Majesco, the game 
will reappear this summer for 
a substantially lower price. 
One to eight players can join 
in taking alternating turns 
with the controller to manip- 
ulate their pieces, buy property, make deals with other players, 
and use cards. Perhaps the best part of this game is the instant set 
up option that lets you begin play with properties, improvements 
and money already distributed. The other primary benefit is that 
you can play against up to seven computer players. 


e One-player games possible. 


Slower and more awkward than board play with multiple players. 
Poor menu selection. 
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[Pros” Picks” If you like the same types of games as our pro players, then check for his or her seal of approval. 


SP] Scott-Sports, Simulations, Adventures 
[HS | Henry-—Fighting, Action, Sports 


@) Dan-Action, Adventure, Puzzles 


Terry-RPGs, Simulations, Puzzles 
Paul-Fighting, Sports, Simulations 


8B Leslie-RPGs, Simulations, Adventures 


Power Meter 


The Power Meter ratings 
are derived from pro eval- 
uations using a five point 
scale with five being the 
highest score possible for 
a category. 


Graphics & Sound 


Challenge 


7h or 
neme & Fi 


These Entertainment Software Ratings Board 
icons reflect appropriate ages for players. To 
contact the ESRB regrading the rating system, call 1-800-771-3772. 
FEO Teen rH Adult 

(134) ES (18+) 


pa} Early Pe] Kids to 
| Childhood i Adults 


Games that were released prior to the 
commencement of the ratings system are 
designated N-R. 


FOEE9 Mature 
(17+) 
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old War freaks and 

James Bond fans will 

have a second treat 

this fall when Nintendo 

releases James Bond 007 

for Game Boy. Rare Ltd. is devel- 
oping this adventure/thriller 
for Nintendo and is 
taking extraordinary measures to 


(0) _hunrenpo power 


AMES. BOND.0O7 


'_ see that the game is released in September. (One 
of those measures is that the game won't be 
shown at E3.) The early version that arrived at 
Pak Watch contained just one interior and one 
exterior area. The game theme is based on gen- 
eral Bondisms rather than a single film like 
GoldenEye. Bond’s missions for Her Majesty’s 
Secret Service take place in exterior and interi- 
or areas featuring overhead perspectives similar 
to those found in The Legend of Zelda: Link’s 
Awakening. The upshot is that players won’t 
know what to expect or which characters 


will appear. 


JAMES BO! 


There’s plenty of news and 
new views leading up to E3. 
This month’s Pak Watch 
focuses on N64 titles that 
will be introduced at the 
show, plus new Super NES 
and Game Boy games. 
Don’t miss either Bond 
game or the latest on Griffey 
for Game Boy. 


SOURCE ON FUTURE GAMES 
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make. As good as this game was when __us. GoldenEye is suddenly so cool that nothing 
we previewed it in the February, Vol. _ in the first-person action category even comes 
93 issue of Power, that is nothing com- _ close to it. The level of graphic detail is totally 
stunning, the mission areas are vast, the ani- 
mation is more realistic than anything to date, 
Bi - Bes and the music, well, when you put Rare and a 
OHMSS Re classic bit like the 
| Trevelyan: Two targets. Time for one shot. Bond theme togeth- 


00 Agent: James Bond thy The girl or the mission? a 
Mission 1; Arkangelsk . : — a er, you get chills 


Ww hat a difference a few months can pared to the game that Rare recently sent to 


Part i; Dam Z | . ¢. i 4 down your spine. 
“Beery . is 

BACKGROUND: ; AY does LA ar All this sounds like 
MI6 has confirmed the existence of a secret hype, but when you 
chemicaliwrarfare facility at the Arkangelsk dam, { 

USSRi Its Heavily guarded location and workings see Goldenkye Le 
are a\ couse formejor concern, Nerve gas ne ser aa \, 26 bet. yourself, you'll 
produced there hasbeen turning up in the hands : : never want to settle 
of hostile regimes around the world and’ deals 3 a 

with international terrorists have been rumoured: for anything less. You can move in for a close- 
This facility should Be/destroyed without up and the surfaces are remarkably smooth. In 


prejudice, some areas, you can see far into the distance 


without the pervasive fog that typically hides 
the polygon popping in most games. But good 
looks aside, the 
biggest news in 
GoldenEye is that it 
isn’t just a shooter 
anymore. Each mis- 
sion has numerous 
requirements and 
options. Bond uses 
a whole array of 
gadgets and weapons in scenes based on the 
movie, but not limited to it. The coolest part of 
the new GoldenEye is the multi-player options 
which will rewrite the way game developers 
create hide ‘n’ seek 
games. One to four 
players will find 
i" themselves choos- 
ing from a variety 
__ of Bond characters. 
| The matches them- 
selves have differ- 
ent rules, such as 
the Man With the Golden Gun in which you 
have the golden gun and one bullet is all you 
need, or You Only Live Twice, in which play- 
ers have just two 
lives. You get the 
idea. GoldenEye is 
loaded and ready to 
explode on the 
scene in August. 
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JTETR (SPHERE 


t's said that good things come to those who wait. In 
the case of Tetrisphere, that turns out to be prophet- 
ic. Tetrisphere seems to have been 

in development forever, although ’ 
it’s really only been about two 
years. But the results are tremendous. 
Action puzzle fans had better be pre-_ 
pared to lose a lot of sleep and a 

substantial portion of their sanity 


at lt 


thanks to 
the development team at 
H20. At the heart of this 
puzzler is a sphere com- 
m) f posed of layers of Tetris-like 
blocks that you try to knock 


= fi off using similarly shaped 
— _] r) blocks. Beneath all the lay- 
g, il (am) ‘4 @ ers of pieces is a little guy 

onde-de eS trying to escape from the 


Interactive’s Duke Nukem 64, in development at 

GT 
shooters of recent years, Duke Nukem is famous for 
Nukem is in a seedy version of an earth city and the character of 
with the environment, as well. For instance, wall switches may 


Eurocom, showed up at the Pak Watch desk with lots 

its raw imagery, big guns and constant action. Although 

Duke has more options than the space marine in Doom. For one 
Operate movie projectors or a crate on the street may actually 


DUKE NUKE 

of fire power and heat. One of the best-selling PC 
the perspective and enemies are Doom-like, the setting in Duke 
thing, you can jump or duck down. There’s more interaction 
be a stairway to the ledge of a building where you can climb in 


BGs) ie WE ses: 
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sphere: that’s in the Rescue 


C 


Mode, which is the Pak Watch 
favorite. The other modes 
._ include a mind-bending 
é Puzzle Mode, a VS. 


‘DROP. 

» Mode so that you j (@) 

soe can share your SUIDE. 

frustrations with ©0:00:46 @ 
others, — Hide- 

And-Seek Mode, ® @ } ® 

which is a weird ~ = g. a 

"i ae] 


mishmash of a 
game, Time Trial 
Mode and VS. CPU, 
for when you want to 
; share your frustrations 
but nobody is around. Once 
you understand the basic mechanics of these six games, which 
are explained in a training option, then kiss your productive life 
goodbye. You'll be spinning the sphere, looking for block match- 
es and combo possibilities that will wipe out big chunks of the 
sphere all at once. If you get Magic items, you can blow away 
huge chunks with a well-aimed rocket. Frankly, we were a little 
surprised to get this hooked on Tetrisphere. Give it a chance and 
we think you'll be surprised, too. Nintendo now plans to release 
Tetrisphere by the end of July, so the long wait is nearly over. 


through an open window. 
Our early version of Duke 
had all weapons activated, 
including a high-powered 
flame thrower and a rocket 
launcher. The weapons in 
these screen shots, however, 
are just place-holders for the ars 
final, rendered guns yet to és Nz 
come. According to GT \ 
Interactive, Duke Nukem 64 yl 
should be available this fall. 


ame Boy gets an 
upgraded, updat- 

ed, upscale Ken 

Griffey Jr. baseball 

game for release next 
month. The game features 


both MLB and MLBPA licenses, 
so you'll get the real teams, 
including the two new expan- 
sion teams, plus all the real, 
major league players. You'll 
also get 1996 stats that will be 


= 
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PUBLISHER - Nintendo 
DEVELOPER - Software Creations 
MEMORY SIZE = 4 Megabits 
LICENSES — MLB, MLBPA, Ken Griffey Jr. 
SPECIAL — Full stat tracking 


nix fans can mark this 
September as the release 

date of Mischief Makers in 

North America. Nintendo of 

America will publish the action 

title known as Go, Go Troublemakers 
in Japan. The Japanese version of the 
N64 
game has already been com- 
pleted while the North 
American game is being 
translated. English dialogue 


“seasonal play, the program- 


updated during the season mode 
and saved with the game’s bat- 
tery. In addition to all that, you 
can trade players to create 
your own all-star lineup. In 


~ 


mers have 
included _inter- 
league games in 
the schedule, as 
well. This is one 
packed four 
megabit pak, 
and it’s just the 
right size to 
take out to the 
ballpark. 
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will be added to the game, 
as well. Troublemakers 
looks 3-D due to its rich, 
pre-rendered graphics, but 
the action is primarily 2-D 
in nature, more like Donkey 
Kong Country. On the other 
hand, there’s a lot more to 
the action than simply jumping, running and beating up on 
baddies. Marina, the robotic hero of the game, interacts with 
characters throughout the six levels. Marina uses a unique 
grab and shake technique to defeat her enemies. 


can on Earth by mistake then must retrieve 
the offending item. Of course, the effects of 
the can’s contents on Earth are profound, 
game a definite platform feel but with more 
of a Marioesque exploration and puz- 
zle-solving emphasis than a side- \ 
\ 
that the actual N64 
screens are nearly as 
detailed. We can’t 
Tonic Trouble is still 
a long way away. 
but that competition is getting tougher every day. For more 
on that race, check out the N64 Preview special in this 
month’s Power. 
appear. There’s a little guy known as the Professor who 
stands on the highest block on the screen. Understandably, 
the Professor gets a little nervous when you let the blocks 


in effect turning everything upside down. 

Even worse, a guy named Grogh the Hellish 

scroller. The cartoon-like graphics 

add to the lighthearted feel of the 

wait to see for our- 

selves. As for com- 

Aero Gauge, an F-Zero-like racer from ASCII in Japan, has 
been announced and the early screen shots look pretty cool. 
If you think all of the puzzle action will soon be happening 
stack up. The real twist comes when you play the two-play- 
er version and your opponent tries to drop blocks on your 


Ubi Soft’s N64 adventure game finally has a 
name—Tonic Trouble. It’s all about a aes 
friendly alien named Ed who drops a toxic 

is trying to make use of the chaos to take over \7 

the world. Ed moves through 3-D stages full of 

enemies and traps, which should give the 

game and the quality, as seen in 

these rendered images, is top 

notch. Ubi Soft says 

pletion, Ubi Soft 

plans on a spring 

1998 release date, so 

With five hover cars that can blaze above the futuristic 
tracks at hundreds of miles per hour, the game has potential 
to leave some of the other racing competition in the dust, 
on the N64 with Tetrisphere, think again. A new Tetris is on 
‘the way for Game Boy. In Tetris Plus, players will find that 
they aren’t alone when trying to make all those tetrads dis- 
Prof. Tetris Plus also includes 100 puzzles. Players can even 
create their own puzzles and save up to ten of them, then 
-let their friends try to figure them out. 
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SINGLETRAC 


A new 3-D game developer has entered the N64 fray with 
big plans. Singletrac, based in Salt Lake City, once pro- 
grammed elaborate military simulations. In recent years, 
however, they have been making a reputation in the gam- 
ing world with such hits as Twisted Metal and TM2 for the 
Playstation. Singletrac already has several proposed pro- 
jects for the N64, but won’t announce just what they are 
until it has a publisher for the games. 


WARIO LAND 2 


Wario will return to Game Boy this fall in Wario Land 2 
from Nintendo. According to the developers at Nintendo in 
Japan, in this game Wario can’t die. They said games in 
which characters die can become repetitious when players 
have to start over at the beginning of a stage. A giant foot 
might squash Wario, though, which could slow him down. 
But in spite of his immortality, Wario is still having consid- 
erable problems. It seems 
that someone is trying to 
prove the programmers 
wrong about the no die 
concept. Wherever he 
goes, Wario runs into cun- 
ning traps and obstacles. 
The object of the game will 
be to get past the road- 
blocks and figure out who 
is behind the attempted 
Wariocide. The one other 
change is that Wario won't 
transform in this game. 
Expect to see more about 
Wario 2 in the next few 
months, then look for it 
at retail by the end of 
the year. 


MORE SUPER NES 


Long-suffering Super NES players have more reasons to be 
thankful now that Nintendo of America has announced a 
fall schedule of Super NES titles including new titles and 
rereleased Player’s’ Choice games. The two games 
announced so far are Arkanoid: Doh It Again and Space 
Invaders. Arkanoid was originally developed by Taito and 
released in Japan, but it never made it to our shores. It fea- 
tures action puzzle play in which players bounce balls off of 
paddles while trying to knock off blocks. Space Invaders is 
similar to the Super Game Boy game of the same name, but 
it includes a two-player option. It is based on the arcade hit 
in which you blast advancing aliens. The Player’s Choice 
series of games will include F-Zero, Super Metroid and 
Tetris/Dr. Mario—three of the best games ever produced for 
the Super NES. 


SUPER SPORTS 


Not to be outdone by Nintendo, THQ will continue the EA 
Sports franchise for the Super NES this fall with versions of 
Madden NFL ‘98, NBA Live ‘98 and NHL ‘98, all this in addi- 
tion to Brunswick World Tournament of Champions. The lat- 
est versions will include updated rosters and other tweaks, 
but no revolutionary changes to the game engines them- 
selves are expected. THQ reports that this will be the final 
year for Super NES versions of these games, so collectors 
and sports fans should make a note of it. Madden NFL ‘98 
will appear this fall and the other games should be ready 
after the new year. Brunswick will be released by the end of 
the summer. 


SPOTLIGHT 
AWARDS | 


The Computer Game Developers’ Association awarded 
Nintendo several awards at their recent annual conference. 
Nintendo 64 won first place for best new technology and 
Super Mario 64 won two first place awards: one for best use 
of innovative technology and one for best console game of 
the year. This was the first year that the CGDA included con- 
sole games in the awards along with computer games. 


HOT CANADIAN 
SUMMER 


Nintendo of Canada will host events and gaming centers in 
many of Canada’s major cities this summer. Here's a run- 
down of where you'll find the fun. The Power Zone at 
Playland in Vancouver will be open seven days a week from 
June 26 until August 14. The site features over 30 interactive 
game stations and N64 challenges. In Montreal, visitors to 
La Ronde can experience an even bigger environment at the 
MegaDome Nintendo featuring over 40 Nintendo 64’s, plus 
Super NES and Game Boy game stations. There’s also a 40 
foot high screen where 16 players can compete at one time. 
From May 29th through September 1st, the MegaDome 
Nintendo is open daily with contests and competitions. In 
addition to the permanent sites listed above, the Nintendo 
64 Van will be touring around Ontario 
and Quebec participating in a number of concerts, fairs, and 
special events throughout the summer starting 
June 7th. During the events, visitors will have the opportu- 
nity to compete in a number of different contests for a 
chance to win all kinds of great prizes. Best of all, visiting 
each Nintendo site is free. 
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How cool are you under fire? As cool as James Bond, 

secret agent 007? The ultimate spy action game for the 

N64 makes the movies look tame. Nintendo Power will take you to the front 
lines of intrigue and danger in a 16-page tactical mission plan. We expect you 


to live, Mr. Bond. 


KEN GRIFFEY JR. 
PRESENTS 
MAJOR LEAGUE 
BASEBALL 


Next time you head out to the ballpark, 
pack Ken Griffey Jr.’s power in your 
Game Boy. The first mini-Griffey game 
contains some huge advances, like MLB 
and MLBPA 
licenses and 
full stat 
tracking. 
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Multi Racing Championship 


Ocean’s rally racer 
rolls into the 
Nintendo Power 
showroom in August, 
ready for test driving. 
If you like fast, reali 
tic N64 racing action, 
MRC delivers 

the thrills. 


Posie 


Enter a realm where 
only rocket scientists 
dare to tread and kick 
their academic poste- 
riors with a degree 
from Power U. in 
Tetrisphereology. 
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Ilenge, Beat the Boss part one, 1/X-O Manowar In 

Heavy Metal, Brainies, Kirby Sur ; Tetris Attack, Water World, 

Dragon Hopper, Eye of the Beholder, Star Ocean, Sword of Hope IT 

parttwo. 


Volume 85 (June '96): Thirty-one-page all N64 exclusive game pre- 
view, Olympic Summer Games, Ken Griffey Jr's Winning Run wad- 
ing strategies awk & phone Jack part two, Toy Story (GB), 
Dragonheart, Sword of Hope II, Lufia II: Rise of the Sinistrals part 
two. 


Volume 84 (May '96): Ken Griffey Jr's Winning Run, Mohawk § 
Headphone Jack part one, Lobo, Olympic Summer Games (GB), 
Super Mario All-Stars, The Making of Mission: Impossible, NP 
Award Winners, Blood of the Chozo, College Slam Code 
‘yberjocks, Super Mario RPG, Lufia II: Rise of the Sinistrals part 
on 

Yolume 83 (Apr. 96): Sh : Power Pigs, KI2 
Arcade Special, Smurf ’s Block Ball, Earthworm Jim 2 Codes, 
Super Mario RPG, Tactics Ogre, Pocahontas, College Slam, The 
Legend of Zelda-A Link to the Past. 


6): Super Mario RPG, Colle 3D" 1 


itthroat Island, Super M 3 ' 
), Digipen Fe ffey 2 \ 
island, Tales of Phantasia, Nintendo Power Aw , \ 
Volume 31 (Feb. i i xc CK Ss F 
Mega Man X3, Mech Warrior 3050, Toy Story, Syndicate, Neste t: 64 G 
Funky Bowling, Donkey Kong Country 2: Diddy’ Kong Quest, ar Fox ear. 
shistorik Man, Ardy Sink or Swim, Sports’ Scene, Breath 


eee Don’t Leave Earth 


Volume 80 (Jan. '96): Earthworm Jim 2, Shoshi 


Special, Revolution X, Doomtroopers: Mutan E e. 

Frrell, ectet of Evertnore, Scooty Doo, PG 5 ight 3, Without It! 
fackBros (vB) Blast, The Getaway, Frank ig Hi 

Baseball (G 


Volume 79 (Dec. ’95): Donkey Kong Countr 
Que: Vario Land (VB), We Id, Sports Scens 
WrestleMani he Arcade. ke 5 3 
Kombat 

Preview, 


Volume 78 (Nov. ’95): Mortal Kombat 3, Spiderman and Venom: 
Separation Anxie Trooper, Boogerman, Zoop, 
aterworld (VB), V League Baseball, Killer Instinct (GB), 
per Return of the Jedi, Defender/Joust, Wizard’ Realm, Secret of 
'S Anniversary Celebration, Sports Scene. 


Use the Back Issue/Tip Book Order Form in this issue to order past 
Nintendo Power issues and books, or call our Consumer Service 
3700 to order by phone with Visa or 


RPER SCREEN. PLAYS ALL THE GAME BOY GAMES. 
OLoRS. Sl@p Your EYEBALLS ON IT TODAY. 2 


Made with love’ by: 


<EIROMAG- 


Our goallis' to preserve classic video game! magazines so that 
they are not) lost permanently: 


People interested in helping out inany capacity; 
please visit us at fetromags.com. 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


If you| come) across anyone selling) releases from 
this site) please|do not/support them and do let us know: 


Thank you! 


